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reation| destruction] cre- 
ation/destruction/ creation| 
destruction ... 

The cycle continued 
unfailingly, as it had for 
the past two years, the maelstrom 
howling its fury in the Gaunt Man’s 
laboratory beneath IIlmound Keep. 

The Gaunt Man himself struggled 
to hold his substance despite 
the force of the storm. But no sooner 
did he succeed in regaining his form 
than a roar from the maelstrom tore 
him apart again. Just when it looked as 
if he was doomed to destruction, his 
body would slowly reform until he 
was wholeagain. Then the entire cycle 
would begin anew. 

Occasionally, the High Lord of 
Orrorsh glared at the small red and 
bluesliver of eternity shard that one of 
those damnable Storm Knights had 
used to initiate the maelstrom. If he 
could but outlast it, he would be free 
— free to resume his rightful place on 
the throne of bones, rare aera 
realm to new levels of 

High Lord and shard both hung 
suspended in the maelstrom, each at- 
tempting to subdue the other. The 
Gaunt Man furrowed his brow and 
hissed his fury at the shard. He felt a 
new determination not to let some 
overglorified piece of rock get the bet- 
ter of him. 

In yet another bid for aid, his mind 
sought out Heketon in its special ref- 
uge. The Darkness Device’s thoughts 
and emotions came to the Gaunt Man, 
but rather than offering help or ad- 
vice, the Device merely “sat back” like 
some cruel father watching his son 
drowning, curious to see if the child 
would save himself or be overcome. 
Such was the only reaction Heketon 
had ever given the trapped High Lord. 

His Device’s indifference and mali- 
cious curiosity drained the last of the 
Gaunt Man’s patience and fueled his 
fury anew. With an awesome display 
of willpower, he reached out for the 
shard, which hung but a few tantaliz- 
ing centimeters from his grasp. To the 
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High Lord’s amazement, he found he 
could actually move his hand in the 
direction of the offending object,some- 
thing he had been unable to manage 
for two years. Could it be that the 
shard was ... weakening? 

Bolstered by this modest success, 
the Gaunt Man tried again. Slowly, 
slowly his fingers closed the short dis- 
tance, though to the Gaunt Man it 
seemed the void between cosms. 

A loud shriek of painful triumph 
electrified the air as the Gaunt Man 
grasped the sliver of the Heart of Coy- 
ote. The shard immediately fought 
back, releasing all of its Apeiros- 
granted energy into its enemy. 

The Gaunt Man felt the shard’s 
power attempting to injure him from 
within. Ignoring the pain, the High 
Lord began to literally choke the life 
out of thesliver. Possibilities bled from 
the stone at an even faster rate and 
were hungrily devoured by the Gaunt 
Man, who prevetremenr wanes 

. As hegrew stron- 
peta, eras ps more and more possi- 
bilities, while the shard grew weaker 
and weaker still. 

Finally, the shard was defeated. In 
a blinding flash of red and blue light, 
the maelstrom vanished, dropping the 
Gaunt Man to the stone floor. He took 
some satisfaction from the fact that he 
had landed on his feet, seeing it as a 
good omen for the future. 

The sliver, now fully drained of 
possibilities, hit the floor with a dull 
thud. Now, it wasonly a useless chunk 
ofred and blue veined rock. TheGaunt 
Man drew back his booted foot and 
kicked the offending stone. Itskittered 
across the lab floor and came to rest in 
the ruins of the Gaunt Man’s possibil- 
ity-sorting device. 

Regaining his composure, he 
brushed himself off, picked up his cane 
and surveyed his surroundings. The 
chamber was littered with the debris 
of his machine — much good that had 
done him! Turning away from the ru- 
ins, the Gaunt Man’s eye alighted on 


his enchanted mirror, Wicked, hang- 
ing on the wall. 

Inhaling and relishing adeepbreath 
of the fear-tainted air of Orrorsh, the 
Gaunt Man walked around the cham- 
ber, taking inevery detail. Hestruggled 
to sort out the images and memories 
hehad. during his: le 
in the (a ariaa There s has 
betrayal, Kane's failure, and those 
damned Storm Knights that had locked 
him in that humiliating state for ... 
how long? 

While in the maelstrom, time had 
lost all meaning for the Gaunt Man. 
All he could remember was whatever 
his barely functioning five senses had 
been able to tell him. The image of 
Thratchen gloating over his predica- 
ment was the most prominent 
memory. 

The Gaunt Man strode to Wicked, 
rasping “Show me the present,” in a 
voice like dead leavesskittering across 
the floor of a crypt. Wicked shifted 
and blurred and revealed Jakarta, In- 
donesia to its master, Using the 
derived from theshard, theGaunt Man 
extended his senses and looked about 
the city. Focusing inona newstand, he 
examined the date on a paper's mast- 
head. 

“Two years,” he muttered. “A blink 
of an eye when compared to my 
Hipan; buta long time when one has 
pla ins for this cosm.” He turned his 

ick on Wicked and began to pace, 
letting the implications of his long 
absence from the war sink in. Then he 
spun on his heel and shouted at the 
mirror, “Show me Thratchen, that 
damned, pathetic, armor-plated gar- 
goyle!” 

Obediently, the mirror presented a 
picture of Thratchen. The techno-de- 
mon was consorting with others of his 
kind in a large city in North America, 

“Tharkoldu? How can this be?” the 
Gaunt Man wondered aloud. Then his 
skeletal face grew dark with growing 
realization and fury. “Wicked! Show 
me therealms on Earth! NOW!” 

For the next hour, a collage of im- 
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ages played across the surface of the 
occult artifact. Events and personali- 
ties flashed across the silver pane. The 
Gaunt Man hissed as he saw Uthorion 
routed by Storm Knightsand the forces 
of the Light and forced to take refuge 
in the form of a dragon 

“My trusted lieutenant!” the Gaunt 
Man said, infusing the words with 
poisonous contempt. “My incompetent 
lieutenant is more appropriate!” 

The scene shifted again to show a 
stunningly beautiful woman clad in 
ebon armor leading a charge against 


4 


Ardinay’s armies. The Gaunt Man 
watched closely, but said nothing. 
Again, the mirror shimmered and 
the Gaunt Man found himself eaves- 
dropping on a meeting of the 
Cyberpapal College of Cardinals. He 
could hear their fearful whispers, their 
worries that Malraux was losing sup- 
port both here and in Magna Verita 
They were silenced when the 
Cyberpope walked in, his flesh now 
mixed with steel implants. The Gaunt 
Man smiled thinly, wondering if per- 
haps Malraux had been influenced by 


Thratchen’s “look.” 

“Has that pompous cleric begun to 
emulate the techno-demons?” he said 
aloud. 

Assuming the question begged an 
answer, Wicked obediently showed 
Malraux descending the maelstrom 
bridge to Earth. The Gaunt Man saw 
his ally being attacked by Dr. Hachi 
Mara-Two and becoming something 
entirely new — a Cyberpope. 

“And even with this incredible tech- 
nology, he struggles to expand his 
boundaries!” the Gaunt Man said, 
shaking his head. 

The High Lord's frustration grew 
as he beheld hundreds of edeinos ac- 
tively battling Baruk Kaah, while natu- 
ral disasters of all sorts rocked the 
Eastern Land aled idiot,” he mut- 
tered in disgust. “He cannot even con- 
trol his own pleasure-seeking reptile 
scum!” 

Perhaps fearing to show the Gaunt 
Man any more failures, Wicked pre- 
sented an image of 3327 plotting fur- 
ther expansions in America. Inter- 
spersed with this were images of 
Nippon agents battling Orrorshan 
horrors. 

“Wealth-seeking, materialistic, un- 
cultured barbarian,” the Gaunt Man 
said, dismissively. “I should have 
known better than to recuit a glorified 
merchant.” He added a silent promise 
that the Nippon High Lord would pay 
for daring to challenge the horror 
realm. 

“Thratchen, Kanawa, Kaah. | am 
crafting quitea list of people who must 
needs be .,. disciplined.” 

Seemingly oblivious to the Gaunt 
Man’s comment, Wicked continued 
the spectacle, showing Dr. Mobius’ 
tremendous progress. Finally, the 
Gaunt Man allowed himself to be im- 
pressed. He even let out a ghoulish 
cackle as he reflected on the fact that 
the most successful High Lord was 
also arguably the most insane. The 
irony was delicious. 

Pressing Wicked for more informa- 
tion, he was treated to a display of the 
Nile High Lord’s major victories and 
defeats. At one point, he cried, “Wu- 
Han has reformed? Thatisasea change 
that shan't last long!” 

Still, Wicked was not finished, He 
showed theGaunt Mananotherrealm, 
one populated by handsome people 
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and odd beasts, all bearing technology 
more advanced than even Malraux's. 
The Gaunt Man‘ssmile wasa cold one 
—he knew of these Akashans, but had 
not expected to see them on Earth. 

“So Manwaring failed me,” hesaid, 
making a mental note to punish the 
vampyre. “Very well, then. We shall 
see how long these beings can stand 
before the most powerful emotion in 
the cosmverse: fear, And if their ma- 
chines live as well, then they too can 
know terror. To me, all fear tastes the 
same.” 

Wicked moved on to show techno- 
demons wandering through a large 
city. TheGaunt Man was perhaps most 
surprised by this sight — the 
Tharkokdu had failed in their attempt 
to invade Earth. Or had they? 

“Show me Kranod!” he com- 
manded. The High Lord of Orrorsh 
detested mysteries, unless he was the 
one who crafted them. 

Wicked gave its master a brief 
glimpse of the rotting corpse of a 
techno-demon. Then it showed a hu- 
man woman, one adorned with the 
same sort of equipment as Mara-Two, 
and she stood beside Malgest. 

The Gaunt Man bellowed in evil 
mirth. “So that is what has happened! 
The fool failed in his invasion and lost 
his Darkness Device to that woman! 
Splendid! She will be far easier to con- 
trol — new to the power she now 
wields. An alliance may be in order.” 

He eyed the image of Jezrael more 
closely. “Yes, and perhaps it is time I 
tooka mate once more. One whois not 
so... fragile.” 

In quick succession, Wicked 
showed the current whereabouts of 
the Hellion Court members and the 
Nightmares, followed by some of the 
more prominent Storm Knights who 
had arisen in the past two years. When 
it was done, the Gaunt Man sat down 
on his throne, rested his head on his 
steepled fingers and began to ponder. 

Aftera few moments, he whispered, 
“Render Heketon unto me.” 

Inthemirror’s heart, thereappeared 
a gaping maw lined with razor-sharp 
teeth. The Gaunt Man arose, reached 
into the mouth and emerged with the 
glowing black heart which was his 
Darkness Device. 

“So you saw fit to withhold your 
aid from me?” 
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The heart pulsed as if in answer. 

“Yes, I realize that you could have 
allowed Thratchen to find you, but I 
know you too well, ‘old friend.’ De- 
spite his strength and his talent for 
treachery, he is still not the stuff of 
which a High Lord is made. In the 
future, you would do well to remem- 
ber who is your rightful master!” 

The heart pulsed again in his hands, 

“Changing the subject, are we? A 
traitor? In my court?” The Gaunt Man 
appeared genuinely surprised. 


“Wicked! Show me my false-hearted 
servant!” 
The mirror ed, revealing an 


image of General Avery Wellington 
poring over some occult texts. “In- 
deed. My ‘honorable’ courtier has de- 
cided to take advantage of my ... ab- 
sence in order to seize power bor him- 
self? Wellington — gone from soldier 
to scholar? I would never have sus- 
pected! And here I thought that the 
combination of the rigid, unimagina- 
tive Victorian mind and the repressive 
restrictions of military life would keep 
him loyal tome. This situation must be 
corrected.” 

The Gaunt Man left the room, deep 
in pee With his disappearance, 
much of what had dwelled in the Keep 
had wandered away. Many of the 
rooms were ruined, courtesy of 
Thratchen's fruitless search for 
Heketon. 

“This will not do,” the Gaunt Man 
to Heketon, gesturing all about 

him. “Repair. Replenish. Redesign.” 

Immediately, furniture began to 
reassemble itself, walls “healed” of 
their cracks and scars and floors be- 
camelevelonce more. For milesaround 
Illmound, the dead rose from their 
graves and burial pits as numerous 
Waiting Village spirits entered their 
bodies, altered them, and began to 
shuffle toward the Keep. 

Reflecting on his setback at the 
hands of Kurst and Mara, the Gaunt 
Man wondered if perhaps [llmound 
was too easy to breach. At his mental 
command, rooms shifted position and 
walls appeared where none had been 
before until he was well and truly 
satisfied. 

The one chamber which did not 
change was that of Basjas, the 
arachnidan member of the Hellion 
Court. Entering, the Gaunt Man no- 


ticed dozens of human-shaped 
bundles of spider silk hanging from 
theceiling. The High Lord was pleased 
to see that Basjas, at least, was doing 
her part to spread fear. 

“All hail the power of the Torg!” 
said a statuesque, beautiful woman as 
she approached the High Lord. “He 
who has defeated the power of Apeiros 
and now walks again to reclaim his 
throne!” 

“Eloquent as always, Basjas,” the 
Gaunt Man said with pleasure. “Dur- 
ing my ... inconvenience, | was aware 
of your secret visits. | saw how you 
wished to help and your frustration at 
your powerlessness. Your loyalty will 
be rewarded, my dear.” 

“The only reward I seek is the chance 
to spill Thratchen’s blood,” she hissed. 

“Once my plans have been com- 
pleted, I will allow you to begin yours 
against that traitorous techno-demon,” 
he replied. “As well as have you pay 
visits to some of the more restless 
Nightmares, if only to remind them 
where true power in Orrorsh lies.” 

“Sconce and Maletretius have been 
plotting toseizea largershare of power 
in Orrorsh!” the woman said. 

“Yes, yes, so Wicked has told me,” 
the Gaunt Man answered smoothly. 
“Hence your visits. If they do not re- 
ceive you well, you may help them on 
their way to the Waiting Village.” 

Basjas’ eyes glea: with wicked 
anticipation. “I am ready toserve you, 
master ... in any way you desire,” she 
whispered, her fingers toying with the 
laces on her flimsy gown. 

“So I see,” the High Lord replied. 
“Prepare your plans of vengeance, 
Basjas. I shall inform you when to set 
the wheels in motion.” And he was 
gone. 

As he walked back to his labora- 
tory, the Lord of Illmound Keep shook 
his head. Why did his female allies, 
beings such as Sabathina and Basjas, 
feel compelled tomake romanticover- 
tures toward him? 

“When have I ever shown any in- 
terest in such things?” he muttered 
aloud as his footsteps echoed down 
the halls of the Keep. “Even my wife 
never felt my touch ... save for when I 
killed her,” he added hastily. 

After moving Wicked to his tea 
room, he used it to make contact with 
Parok, his ravagon lieutenant. His in- 
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structions were simple: come to 
Tlimound with a dozen of the Dark 
Hunters, and tell no one. 

While he awaited their arrival, an- 
other potential problem occurred to the 
Gaunt Man. Storm Knights had checked 
himoncewithaneternity shard —some- 
thing must be done to prevent such a 


ing an answer. 

“l wish a defense against eternity 
shards,” he intoned, reading from a 
large book bound with human flesh. 
“I will create an occult talisman that 
will protect me from eternity shards. I 
will use a piece of a shard to create the 
talisman. | will research a ritual to 
enchant the shard which will create 
the talisman. The talisman will 
me from shards for as long as | am 
within Ilmound Keep.” 

The Gaunt Man paused in his re- 
search as Parok, warlord of the 
ravagons, entered the library, bowing, 
low. Behind him, a dozen ravagons 
knelt before the man they believed to 
be the Sixth Prophet of their religion. 

“My lord!” Parok hissed. “We 
thought you were lost! This is indeed 
a joyous day! If you now desire that I 
destroy Thratchen —” 

“Thratchen can wait,” the High 
Lord answered. “Arise, faithful one, 
you and your kin. I knew your loyalty 
would never waver.” 

“We live to serve, lord.” 

“As it should be,” the Gaunt Man 
said, nodding with satisfaction. “Now, 
Parok, heed me: I require stormers 
ond Ords, dead or alive, it matters not. 

tugen perhaps two dozen of each. 

surely, many of my so-called al- 
lies nope their agents to my realm 
to see if | had met with my demise. 
Seek out and fetch thesestormers. Take 
your victims from all areas of Orrorsh. 
Tell no one who sent you, lest I con- 
sign you to eternal damnation, for I 
shall discover any treachery. Now go!” 

As the creatures bowed and de- 
parted, the Gaunt Man returned to his 
work, taking no nourishment save for 
the possibilities that Heketon fed to 
him. 


The moon had passed through all 
of its phases when the Gaunt Man 
ceslly Soames from the library. 
Clutching the scroll with its occult 


ritual written in Stormer blood, the 
triumphant High Lord strode into his 
laboratory and began creating the tal- 
isman, using a small piece of the Heart 
of Coyote as the main component. The 
Gaunt Man cackled with delight. The 
object which had made his life miser- 
able for the past two years would now 
become hisdefenseagainst sucha thing 
ever happening again! 

A week later, the ravagons returned 
dead Ords, twenty dead Storm Knights, 
and six live ones. The Gaunt Man never 
left his work, but instead ordered Parok 
toimprison thesixliveStorm Knightsin 
the dungeons, and to stack the dead 
bodies in the laboratory. 

The remaining ravagons were or- 
dered to guard the Keep, for the Gaunt 
Man did not require them to seek out 
more Storm Knights. Many of the 
realms were sending groups of Storm 
Knights into the Orrorshan realm to 
ascertain the Gaunt Man’s condition. 
Many of those Knights wound up at 
Illmound. No, the ravagons did not 
need to fly anymore. Stormers, good 
and evil, entered IIlmound in search of 
answers. None ever left. 

Finally, the talisman was complete. 
The neck chain was made of the finger 
bones of dead Storm Kni The 
amulet which held the eternity shard 
wasa portion of a human skull, carved 
into the shape of the Carredon’s head, 
with the shard mounted in its mouth, 
With a nod of satisfaction, the Gaunt 
Man put on the necklace and placed 
his cloak over it, so that it would be 
hidden from the casual observer. 
Parok, who bowed and said, “Lord, 
how can we serve you now?” 

The Gaunt Man raised his head and 
stared at the ceiling in thought. “For 
the nonce, nothing. | must name some 
new Nightmares to the Hellion Court, 
plus a staff for the Keep. However, I 
need one of your strongest people, a 
true warrior, who you feel can obey 
precise orders and is not afraid to die 
serving me. Someone whose 
lies in his sinews, not his mental facul- 

“Iknow the one toserve you, Lord!” 
Parok replied, grinning evilly as he 
thought of a particular ravagon who 
wished to supplant him but was being 
rather circumspect in his plans. “May 


Task what he is to do?” 

The Gaunt Man grinned wide, 
etal face, his eyes glowing red with 
malice. “I wish him to deliver an invi- 
tation to a group of Storm Knights in 
Jakarta. But he must do it in a particu- 
lar manner.” 

“An invitation to Storm Knights?” 
Parok’s expression betrayed his sur- 


Peewhy, yes, Parok!” the Gaunt Man 
answered sarcastically. “After all, 
those accursed stormers seem to have 
so much success these days, I feel that 
I should recruit some myself. Now 
hearken, for here is what I want your 
ravagon warrior to do...” 

As the Gaunt Man explained his 
plan, the halls of Illmound shook with 
the evil laughter of both beings. 


A High Lord 
Resurrected 


The Gaunt Man Returns is an adven- 
ture for Torg: Roleplaying The Possibil- 
ity Wars. You must have the boxed 
game to play this adventure, as well as 
the Orrorsh sourcebook. 

Adventures for Torg occur in the 
Near Now, where seven different re- 
alities and their High Lords have in- 
vaded Earth. The mightiest of the High 
Lords, and the instigator of the Possi- 
bility Wars on Earth, is theGaunt Man, 
ruler of a realm built on fear. Trapped 
ina maelstrom by Storm Knights (see 
the Torg novel trilogy), the Gaunt Man 
is about to return to the fray. 

WARNING: Thisadventure thrusts 
the Storm Knights into an extremely 
perilous situation in perhaps the most 
Cangas of realms. It is recom- 


mended for experienced players. 


Adventure 


Background 


For most of the first two years of the 
Possibility Wars, the Gaunt Man has 
been in a maelstrom with an 
eternity , the Heart of Coyote. 
During that period, his body has been 
continually torn apart and reas- 
sembled by the power of the reality 
storm. In his place, Thratchen, a 


RD 


Introduction 


Tharkold techno-demon, ruled the 
horror realm, claiming that the Gaunt 
Man had business elsewhere and had 
named him regent 

With the Gaunt Man gone and his 
Darkness Device, Heketon, missing, 
there were no further stelae created, 
thus the borders of the Orrorsh realm 
have remained unchanged since the 
onset of the war. 

Some members of the Hellion Court, 
the Gaunt Man’s inner circle of advi- 
sors and lieutenants, chafed at this 
lack of progress. One Court member 
in particular was outraged at the per- 
ceived lack of an offensive plan: Gen- 
eral Avery Wellington, supreme com- 
mander of all Victorian military forces 
and, unbeknownst to his people, a 
secret ally of the Gaunt Man. 

Being a military man, Wellington 
felt that it was imperative that the 
realm expand. He began questioning, 
Thratchen’srighttoruleand, unaware 
of the Gaunt Man’s true fate, the High 
Lord’s wisdom in appointing the 
Tharkokldu regent. 


In order to keep himself busy, 
Wellington organized military expe- 
ditions to map out the Land Below, 
and also volunteered his men for vari- 
ous “extra-realm” duties such as 
guarding Victorianarchaeological digs 
in the Nile Empire. During one such 
dig, a subordinate of Wellington's 
found an evil book, the Archives of the 
Damned, and sent it to his general. 
Wellington read the book and found 
an occult ritual within its pages. When 
invoked, the rite would kill thousands 
and use their life energy to transform 
the caster into a being of great power. 

Believing that he would be far more 
adept at conquering this cosm than 
either the Gaunt Man or Thratchen, 
General Wellington began making the 
necessary preparations to use the 
ritual. The Nightmare Skutharka, 
along with his assistant, Mr.Ho, qui- 
etly backed Wellington’s plans for 
domination. Thus far, Skutharka is 
Wellington’s only ally 

In the meantime, the Gaunt Man 
finally defeated the eternity shard and 


emerged from the maelstrom, turning 
to his cursed mirror to view events 
that had transpired in his absence. 
When he learned of Wellington's am- 
bitions, he summoned Parok, warlord 
of the ravagonsand fanatic follower of 
the Gaunt Man. The High Lord of 
Orrorsh began formulating a plan that 
would stop Wellington without re- 
vealing to all that he had returned 

The plan is simplicity itself: the 
Gaunt Man “softened up” the city of 
Jakarta with supernatural manifesta- 
tions and a series of ravagon-commit- 
ted kidnappings and murders, then 
began reaching out toa likely group of 
Storm Knights through their dreams. 

With the Knights on the trail of the 
ravagon, the Gaunt Man then engi- 
neered events so that they would be- 
lieve he was still trapped in the mael- 
strom. Presented with the means to 
“keep” him there, the Knights are lured 
to IIlmound Keep and a confrontation 
with ultimate evil 
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Adventure 
Synopsis 


Act One begins with the Storm 
Knights resting in a hotel in Jakarta 
They have all had a series of bad 
dreams. The morning paper details a 
string of brutal crimes that seem to 
havesome connection with the dreams. 

The Knights spend most of the rest 
of the act chasing down leads, many of 
which turn out to be red herrings. The 
act ends with the Knights in a position 


to stop the next murder, and finding 
an unlikely ally in a ravagon. This 
creature claims to be an enemy of the 
Gaunt Man who wishes to see him 
stay in the maelstrom. He presents the 
Knights with an eternity shard and 
warns them that they have only days 
to get to [llmound and prevent the 
High Lord from emerging. 

Ilmound Keep is covered in Act 
Two. The Knights wander through the 
grounds and all of the levels of 
Illmound, until they finally come face 
to face with the Gaunt Man. The High 


Lord explains that General Wellington 
has turned traitor, and if the Knights 
do not stop him, thousands will die. 
He himself couldn’t care less — he 
merely wishes to see the Knights’ 
mettle tested and Wellington de- 
stroyed. Should they refuse to help, 
the blood of all the Indonesians will be 
on their hands. The Gaunt Man gives 
the heroesa lead to Wellington's weak- 
ness, a Victorian professor who is cur- 
rently involved in an archaeological 
dig in the Nile Empire. 

In Act Three, the heroes go to the 
Victorian dig. They get embroiled ina 
murder mystery, then help in explor- 
ing an underground ruined temple, 
where a small eternity shard lies. The 
Act climaxes with an attack by pulp 
villains. 

The final act, Act Four, has the 
Knights returning to Orrorsh, and go- 
ing to New London to find more clues. 
After a trek through the jungle, the 
heroes pass the Fortress of the Dead 
on their way to Singapore to stop the 
ritual. 

The climax occurs in the labyrin- 
thian maze of the Bukit Timah Nature 
Reserve, where Avery Wellington 
must be challenged to a duel at sun- 
rise. 


Gamemaster 
Preparation 


It is important to preserve the at- 
mosphere of Orrorsh in this adven- 
ture in order to keep it suspenseful. 
Each act has its own characteristics 
which should be emphasized. The first 
act is typical Torg , with lots of people 
from other cosms, combat potential, 
and scattered clues. 

Act Twoisa “dungeon crawl” with 
suspense building up as the party's 
Perseverance is torn down, culminat- 
ing in the face to face meeting with the 
Gaunt Man himself. 

Act Three starts offin the Orrorshan 
mystery style, and ends up in frenetic 
Nile pulp action. The final act drops 
back into gloomy Orrorsh, ending with 
the ultimate showdown with 
Wellington. 

Gamemasters must remember that 
the Power of Fear permeates this en- 
tireadventure. One of the best ways to 
spread fear is to foster ignorance, and 
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Introduction 


the best way to foster ignorance is by 
never giving the players a completely 
straight answer. Be evasive. Use terms 
like “it seems,” “it a ,” “a num- 
ber of thingscould have done this” or 
“it could be, or perhaps not.” 

Even an Idea card should not sim- 
ply blow the lid off a mystery. Let the 
Idea card give the players a minimal 
amountofinformation,enough tokeep 


them going. 
As a rule, the players (and in turn 
their characters) will fear the things 


they do not know about, more than 
they woulda known menace. Build up 
paranoia. Everyone they meet, unless 
they have absolute proof that the per- 
son is a “good guy,” should be por- 
trayed as a potential source of danger. 

Before play, the gamemastershould 
ask the players to relate the following 
things about their characters: their 
greatest desire, their greatest fear, their 
most important goal ,and what makes 
themangriest. The, stershould 
write these things down and file most 
of the stuff away for future reference; 
the only thing you really need toknow 
about is what their greatest fears are. 
The other questions are just a smoke 
screen. The fears come into play later. 

A strong attempt has been made to 
create a non-linear adventure. Don’t 


herd the playersintoascene, butrather 
tantalize them with what might be 
found. This holds true especially for 
Acts Oneand Two. If the players don’t 
want to check out Soto Investments, 
for instance, don’t force them. 

Also, if the gamemaster feels that 
it’sin the players’ best interests, scenes 
such as the street-corner cyberpriest 
or Soto Investments can be run in a 
different ence than the one 
sented. Give he players their free will. 

Above all, don’t RUSH things. The 
adventure is not meant to be run in 
one night's worth of gaming, with 
Storm Knights barrelling into encoun- 
ters, weapons a-blazing. This is an 
Orrorshan adventure: patience, plan- 
ning, and information-gathering are 
the orders of the day. Take time to 
roleplay and have fun. After all, even 
Storm Knights need to take time to 
sleep, eat, and train in new skills. 

This adventure is also a good way 
for a gamemaster to get rid of any 

eternity shards the party may 

ve accumulated in the course of their 

adventures. Drop subtle hints about 

thestories of how the Gaunt Man came 

to be trapped for two years in a mael- 

strom caused by touching him with an 
eternity shard. 


Adventure Timing 


There is no way to predict what 
Storm Knights and the players who 
portray them will do. There are just 
too many choices for the players to 
make, too many options available to 
them. Thus, it is almost impossible to 
set a time limit on this adventure, spe- 
cifically: when will Avery Wellington 
invoke the ritual? 

Keep the idea of a time limit in 
check until Act Four. Once the party 
has arrived in New London, or even 
better, met the gypsies, drop hints that 
the ritual will be invoked “very soon.” 

A good rule of thumb is, when they 
reach the Fortress of the Dead (arrival 
should be slated as early evening), 
they have 36 hours to stop Avery. 


A Word About 
Cybernetics 


All cybernetically-enhanced char- 
acters encountered do not have their 
skill values modified by their 
cyberware. Skill values listed are base 
numbers. 


Torg: The Gaunt Man Returns 


10 


Act One 


Messages in Blood 


The Major Beat 


The Storm Knights are at the Hotel 
Indonesia in Jakarta for some rest and 
relaxation after a mission (note that 
Jakarta is a Core Earth hardpoint). 
Their bad dreams and the morning 
paper lead them intoa new adventure 
They visit the police department, run 
into some red herrings, try to stop a 
murder, and face down the murderer. 
All of this puts them on the path to 
Illmound Keep. 

NOTE: Acts One and Two of this 
adventure have a Perseverance diffi- 
culty of 27. The Knights begin with a 
Perseverance of eight. Acts One and 
Twoareinfluenced by the Gaunt Man, 
thus they are subject to his Persever- 
ance DN. 

See Act Three for the Perseverance 
DN of the rest of the adventure. 

Keep an eye on the Storm Knight's 
attitudes while they arein Jakarta. The 
government has done a passable job 
keeping peace and order. Thelast thing 
the Indonesians will wantisa group of 
Westerners swaggering into the city, 
shooting up everything, and announc- 
ing that they know best. 

Remind the Knights that this is a 
civilized city, where the authorities do 
not appreciate big shoot-outs and 
property damage. Knights whoopenly 
flash their weapons, bully the locals, 
and pick fights will be jailed overnight 
and pay a $1,000 fine. 


SCENE ONE: 
Up on the Wrong 
Side of the Bed 


The Situation 


Standard. The Storm Knights are 
meeting for breakfast in one of their 


rooms in the Hotel Indonesia, Thenight 
before, each person had thesame night- 
mare. This was the fourth straight 
evening marred by this dream. 

Read aloud or paraphrase: 


It has been a long time since you 
embarked on a mission that could be 
accurately described as “routine.” 
This last one, running supplies and 
top secret dispatches into the Indo- 
nesian city of Jakarta, was relatively 
free from incident, however. 

The Indonesian government, 
brimming with gratitude but low on 
money, has put you up for several 
days in the luxurious Hotel Indone- 
sia. This little break has given your 
group the chance to rest, relax, take a 
bath, and be waited on hand and foot 
fora while. In fact, your stay could be 
called “paradise” ... if not for the 
dreams. 

For the last four nights, it has been 
the same dream, and all of you have 
experienced it. It begins with your 
group weaving through a labyrinth 
at night. A brilliant canopy of stars 
hangs above you and mist and fog 
swirl everywhere. Yourgroup reaches 
the end of the maze, where stands a 
huge mountain of skulls. Atop the 
bones rests a huge, black manor 
house. Suddenly, you find that you 
can see into the basement of the 
house, where people much like your- 
selves are imprisoned. 

You enter the manor house to find 
a skeletal figure trapped in a red and 
blue whirlwind. In the blink of an 
eye, you and your group are turned 
into the links of an iron chain, bind- 
ing the skeletal figure, preventing it 
from breaking out of the storm. The 
skeletal figure strains at the hero- 
bonds, his efforts to get out causing 
the manor to crumble all around you, 
exposing your battle to the stars. 

The stars shift their positions, 
forming faces in the night sky, which 
begin weeping blood. A huge hour- 
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glass manifests itself in the sky, but 
instead of sand, itis filled with souls, 
trickling, screaming, into the lower 
half of the glass. Eerie organ music, 
deep, ponderous and mournful, fills 
the night air. The final constellation 
pattern you notice is an open book. 
At last, the emaciated skeletal fig- 
ure shatters the chain, sending your 
group flying in all directions. The 
figure stands and raises its arms in 
triumph. The celestial hourglass ex- 
plodes and a horde of winged crea- 
tures emerge and begin covering the 
Earth, feeding on its inhabitants. The 
screams of a race being devoured alive 
intermingle with the organ music. 
Six skeletons appear and bow be- 
fore the skeletal figure. One skeleton 
carries a small machine, perhaps a 
computer, made from some dark sub- 
stance. Another wears a hood and 
cape. The third is not human, but 
edeinos. The fourth wields a sword 
and shield. The fifth is clad in leather, 
and has cyberneticenhancements and 
long hair like a woman’s. The sixth 
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is dressed as a clergyman, but sports 
cybernetic enhancements. 

Atlast, Earth’s dead rise and begin 
to advance on your group. The weep- 
ing constellations save you from 
them, sweeping you up in their stel- 
lararmsand lifting you into the heav- 
ens. As you rise, you notice once 
again the hourglass pattern in the 
sky. 

Your rescue is short-lived, for the 
constellations attempt to consume 
you. But as they have no true form, 
you pass through them and begin to 
fall to Earth. 

As the ground rushes up to meet 
you, a deep voice intones, “The next 
blood will be shed where the first 
blood fell. The hourglass will tell. 
Will you write an entry into the Ar- 
chives of the Damned?” Before your 
impact, you awaken, screaming, in a 
cold sweat. 

Exhaustion from your active past, 
as well as individual plans and agen- 
das have prevented your group from 
all sitting down and discussing these 


Act One 


dreams and what to do about them. 
This morning, you all agree to meet 
for breakfast and talk this over. When 
roomservice brings breakfast up, they 
also bring the first newspaper you 
have seen in a week. 


After finishing the read-aloud, give 
the players handout 1, the Jakarta Free 
Press. 

Asthecharacters discuss thedream, 
have them generate a Perseverance 
total. 


The Action 


Once the Knights have read the 
paper and have had a chance to dis- 
cuss the dream, they can go wherever 
they wish. The time is 10:00 a.m., local 
time. 

Areas of the hotel include: bar, res- 
taurant, health club, pool, front desk 
and lobby, and a mini-mall to pur- 
chaseclothes, toiletries, luggage, small 
electronic appliances, liquor. The ho- 
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FOURTH MURDER SHOCKS OFFICIALS 


JAKARTA — The mutilated body of a longshoreman was discovered in an alleyway by police last night, bringing 
to four the number of murder victims in as many days. 

The body of Persis Romesh, 38, was found near the docks. Although police have refused to release details on the 
murder, sources close to the investigation have hinted that all four murders are the work of the same killer. 

Jakarta Police Chief Rashif Malaraya dismisses this speculation as unwarranted at this time, pointing out that 
there is no common thread linking the four victims. All were natives of the city, but there is no other apparent 
connection. “Obviously, these murders are the work of very disturbed individuals, and at present, we are not ruling 
out the possibility that one man is responsible for these deaths,” Malaraya said this morning. “Anyone who has 
information on these murders is encouraged to come forward.” 

Malaraya denied that there was any link between these murders and the disappearance last month of six people 
from the rice fields northwest of the airport. Two of those missing were Jakartans, and the others foreigners. “There 
is a great deal of difference between mutilated corpses and missing Storm Knights,” he said. “They may have been 
called away on a mission. We cannot compel them to keep us apprised of all their movements.” 

“Storm Knight,” of course, is the term applied to those individuals who seem most adept at dealing with the 
strange events of the Possibility Wars. Malaraya refused to release any details on what the Knights were working 
on when they vanished. 

Sources confirmed that the bodies of all four murder victims are currently being stored at the police morgue, 
pending further investigation of the circumstances relating to their deaths. 


ONE MONTH Victorian Battleship Visits Jakarta 


ANNIVERSARY OF 
DISAPPEARANCES 
STILL YIELDS NO 
CLUES 


JAKARTA — Despite public outcry 
and police efforts, there are still no 
clues in the disappearances of six 
Storm Knights one month ago. Pub- 
lic officials have dismissed the case 
as one more instance of “undisci- 
plined vigilantes” acting without 
consulting local government, and 
do not suspect foul play. 

However, eyewitnesses have 
come forward claiming that 
“winged creatures” armed with 
swords swept down from the skies 
and seized the victims. Police Chief 
Rashif Malaraya has rejected these 
accounts as “superstitious non- 
sense.” 

Police files in cities throughout 
Java and Sumatra confirm that a 
number of other kidnappings of a 
similar nature occurred within two 
days of the ones in Jakarta, No clues 
have yetbeen found toexplain these 
events. 


Society News 


Lady Ellenby’s Charity Ball — 
see page 5 


JAKARTA — Her Majesty's Ship 
Thunder Child, the first Victorian 
dreadnaught to be built on Earth, 
docked at Jakarta Harbor yesterday 
morning, on the first leg of a goodwill 
tour. 

Captain Anton Salisbury, master 
of the HMS Thunder Child, kept his 
vaunted Victorian manners as he 
stated, “Weare here toshow the good 
people of Indonesia that we have their 
bestinterestsat heart. Wesimply wish 
to share the benefits of our Victorian 
culture, work ethic, and morality.” 

“Thereis little ‘goodwill’ between 
the Victorians and the oppressed 


pepeo Indonesia,” stated Muham- 
Al-Asif, spokesman for theIndo- 
nesian Liberation Movement, a politi- 
cal/military group that is actively 
hostile to the Victorians. “And lookat 
what that so-called superior race con- 
siders to be state of the art! Why, a 
single Indonesian guided missile de- 
te could sinkanentire squadron 
of dreadnaughts before those 
old ships could lumber into gunnery 
range!” 

The vessel will bedocked at Jakarta 
for five days, and is open to limited 
tours, 


SOTO INVESTMENTS OPENS FOR BUSINESS 


JAKARTA — The latest skyscraper on the beautiful Jakartan skyline belongs 
to Soto Investments, a career corporation. 


“We are here to bring 
battled, but proud Bitan 


ity | and recovery to the beleaguered, em- 
,” Isumo Mastumori, president of Soto's 


Indonesia Division, announced at a press conference yesterday. “The free and 
honorable people of Japan stand beside their Indonesian bretheren in their 
struggles against an outmoded form of other-world Western imperialism.” 

Soto Investments has pledged to help rebuild shattered companies that lost 
holdings to the Victorians, as well as searching out likely prospects for new 
investment ventures. “We wish to show the world that Indonesia is making 
every attempt to rebuild, and that Japan stands behind her and every other 
nation that seeks economic recovery,” Matsumori explained. “Also, we wish 
to bring backa sense of normalcy to the lives of the people, hence our efforts to 
keep a flow of currency and trade coming into the city.” 
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tel has 16 floors, with the first two 
floors taken up by the abovementioned 
areas. Floors 3-15 contain normal 
rooms (for a total of 195 rooms), the 
16th floor contains a luxurious suite. 

The hotel front desk has a guest 
register. Finding names and room 
numbers of guests who checked in 
before the Storm Knights requires a 
find total of 8, Looking up names with- 
out the desk clerk noticing requires a 
stealth total of 10. 

The following are the more inter- 
esting people staying at the hotel, plus 
their room numbers: 

Usagi Hayakawa (16th floorsuite): 
Usagi is an executive of Soto Invest- 
ments, staying at the hotel until better 
quarters can be secured. For body- 
guards, Usagi has four corporate ninja, 
which stay in room 1515 until needed. 


Usagi Hayakawa 
DEXTERITY 9 

Dodge 12, fire combat 11, melee 

weapons 12, running 11, unarmed 

combat 10 

STRENGTH 8 

TOUGHNESS 8 

PERCEPTION 9 

Evidence analysis 11, land vehicles 

11, language 11, trick 10 

MIND 10 

Business 14 

CHARISMA 10 

Persuasion 11 

SPIRIT 9 

Reality (Nippon Tech) 10 

Possibilities: 4 

Equipment: 13mm Chunyokai, 
damage value 18, ammo 9, range 3- 
10/40/50; Misaki XE laptop computer; 
Sony Talkman Scrambler; bank card 
with 10,000,000 yen balance. 

Usagi is familiar with the layout of 
the Soto Investments building. 


Corporate Ninja (8) 
DEXTERITY 16 
Acrobatics 14, fire combat 14, ma- 
neuver 14, martial arts (ninjutsu) 
18, melee weapons 14, missile weap- 
ons 15, stealth 18, unarmed combat 
14 
STRENGTH 9 
TOUGHNESS 10 
PERCEPTION 9 
Find 13, tracking 11, trick 11 
MIND 9 


Test 12 
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CHARISMA 9 

Taunt 12 

SPIRIT 10 

Intimidation 14, reality (Nippon 

Tech) 12 

Possibilities: 10 

Note: Ninja know all maneuvers in 
their discipline 

Equipment: 13mm Chunyokai, 
damage value 18, ammo 9, range 3- 
10/40/50; Niyoki camouflage suit; 
Sorubuclimbing, ; Shimsi sword, 
damage value STR+5/14 

Izumi Tarahachi (1212): Actually, 
just a normal Japanese sarariman, who 
is unaware of the existence of Kanawa 
or Rauru. He has cheated on his taxes, 
so he acts rather guilty. 


Michelle Martin (1215): Michelle is 
an executive of God’s Word Indus- 
tries, and a loyal member of the 
Cyberchurch. The room adjacent to 
hers, 1213, contains two Hospitaller 
bodyguards. 


Michelle Martin (Cyberpapacy) 

DEXTERITY 10 

Dodge 12, energy weapons 11, fire 

combat 12, maneuver 13, running 

13, unarmed combat 14 

STRENGTH 10 

TOUGHNESS 10 

PERCEPTION 9 

Find 11, language 12, scholar 

(Cyberpapal realm lore) 13, trick 12 

MIND 10 

Business 13, cybertech 13, psychol- 

ogy 13 

CHARISMA 12 

Charm 15, persuasion 14, taunt 14 

SPIRIT 10 

Faith (Cyberpapal) 13, reality 

(Cyberpapacy) 12 

Possibilities: 6 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, BelleMicroView, MB 
MindBoost, slicers, damage value 
STR+2/12; Cyber value: 12; God 
Meeter, damage value 20, ammo 30, 
range 3-12/30/50; bug hunter, find+3 
for detecting electronic bugs; snappy 
looking blazer with HallowMesh wo- 
ven inside it, armor value TOU+5/15; 
notebook computer; bank card with 
95,000 franc account; 

Description: Michelle looks like a 
perfectly normal, well-dressed, at- 
tractive businesswoman. She does not 
even have a French accent. 


Hospitallers (2) 

DEXTERITY 10 

Beast riding 12, dodge 12, fire com- 

bat 13, energy weapons 13, maneu- 

ver 12, melee weapons 13, unarmed 

combat 13 

STRENGTH 10 

TOUGHNESS 10 

PERCEPTION 9 

Find 10, first aid 11, tracking 12 

MIND 9 

Test 11, willpower 12 

CHARISMA 9 

Persuasion 10, taunt 12 

SPIRIT 12 

Faith (Cyberpapacy) 17, focus 13 

(14 with crucifix), intimidation 15, 

reality (Cyberpapacy) 15 

Possibilities: 2 per Storm Knight 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, CSI EyeKill MkIV, CSI 
HotShot (find+2 bonus in poorly lit 
conditions), CyberHam Receiver, TSE 
LeMotion (find+3 when detecting 
movement), Throat Mike, Homer, MB 
Charger 2 (DEX+1 for 3 minutes), MB 
Blocker (ignore K results, reduce each 
shock damage hit by three), Compte’s 
Stabliza (+2 to defensive skills), Cyber 
value: 19; GWI Armor of God, armor 
value TOU+8/17; God Meeter, dam- 
age value 20, ammo 30, range 3-12/ 
30/50; MAS StormGun w/CSI Smart 
Gun, damage value22,ammo12,range 
3-16/50/70, +6 to hit; power broad- 
sword, damage value STR+8/18 


Allen Morgan (704): A Spartan 
posing asa business executive, he is 
here to study the current condition of 
Jakarta, plus rumors of the Gaunt 
Man’s impending return, 


Allen Morgan 
DEXTERITY 10 
Acrobatics 11, dodge 12, fire com- 
bat 14, maneuver 12, melee weap- 
ons 13, running 13, stealth 14, un- 
armed combat 15 
STRENGTH 9 
TOUGHNESS 9 
PERCEPTION 10 
Evidence analysis 14, find 14, land 
vehicles 13, languages 14, scholar 
(US history) 15, tracking 14, trick 15 
MIND 9 
Test 13, willpower 14 
CHARISMA 9 
Charm 10, persuasion 13 
SPIRIT 9 
Intimidation 14, reality (Core Earth) 
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Possibilities: 6 

Equipment: MAC 10, damage value 
18, ammo 10, range 3-15/25/50; .45 
Colt Auto, damage value 16, ammo 7, 
range 3-10/15/40; Kevlar woven into 
leather jacket, armor value TOU+5/ 
14; tourist paraphenalia, 

Sandra Goldstein (707): Sandra isa 
member of Israel's Mossad. She is here 
to shadow Morgan. 


Sandra Goldstein 

DEXTERITY 11 

Dodge 14, fire combat 14, maneu- 

ver 13, running 12, stealth 15, un- 

armed combat 15 

STRENGTH 9 

TOUGHNESS 10 

PERCEPTION 10 

Evidence analysis 14, find 15, first 

aid 12, land vehicles 13, language 

13, scholar (intelligence/ counter- 

intelligence methods) 15, tracking 

12, trick 13 

MIND 10 

Test 14, willpower 14 

CHARISMA 11 

Charm 14, persuasion 14, taunt 14 

SPIRIT 11 

Faith Judaism) 14, intimidation 15, 

reality (Core Earth) 13 

Possibilities: 2 

Equipment: Uzi, damage value 17, 
ammo 11, range 3-15/40/100; 9mm 
Beretta, damage value 15, ammo 9, 
range3-10/25/40; knife, damage value 
STR+3/12; bugs (6); bug receiver. 

Description: Sandra is a beautiful 
woman who also ha to be an 
excellent spy. She is just as capable of 
being a good friend and loyal ally as 
she is of snapping someone's neck. 
Those who befriend her and help are 
given the former treatment. Those who 
stand in her way get the latter. 


Anwar El Hassan (802): Anwar is 
an official of Mobius’ government, here 
ona fact-finding tour. Inthe room next 
to his, 800, four veteran shocktrooper 
bodyguards stay. 


Anwar El Hassan 
DEXTERITY 8 
Dodge 11, fire combat, lock picking 
12, maneuver 9, melee weapons 9, 
prestidigitation 12, running 12 
STRENGTH 8 
TOUGHNESS 8 
PERCEPTION 9 
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Egyptian religion 11, find 10, hiero- 
lyphics 11, language 12, mathemat- 
ics 11, scholar (bureaucracy) 11, trick 


Persuasion 10, taunt 11 
SPIRIT 8 
Faith (Egyptian) 12, reality (Nile 
Empire) 9 

Possibilities: 4 

Inclination: Evil 

Equipment; 9mm Luger, damage 
value 15, ammo 8, range 3-10/25/40; 
camera, lockpick tools 

Description: Anwar wears a white 
suit and a fez. He perspires heavily. 


Veteran Shocktroopers (4) 
DEXTERITY 9 
Beast riding 11, fire combat 12, 
heavy weapons 12, unarmed com- 
bat 12 
STRENGTH 9 
Climbing 10 
TOUGHNESS 9 
PERCEPTION 7 
Find 9, first aid 9, tracking 9, trick 9 
MIND 7 
Survival 9, test 9, willpower 12 
CHARISMA 7 
Taunt 10 
SPIRIT 9 
Faith (Egyptian) 12, intimidation 
12, reali Rite Empire) 10 
Possibilities: 1 
Inclination: Evil 
Equipment: KK81, damage value 
19, ammo 24, range 3-40/400/1k; two 
grenades, damage value 19, explosive 


burst radius 0-3/8/15; bayonet, dam-’ 


age value STR+4/13; field kit 


Jakarta 


Map 1 features Jakarta and all per- 
tinent locations, In addition, there are 
a number of locations not listed on the 
map which may be of some use to the 
Knights. The city can be portrayed as 
an excellent “rest stop” for Storm 
Knights who are adventuring in the 
Pacific area, especially Orrorsh. 

Jakarta has several hospitals, where 
aStorm Knight caneasily find a doctor 
to aid him, Consider a random doctor 
to have a medicine skill value of 14. 

There is a Hachiman Arms fran- 
chise store. Always guarded by four 


heavily armed MarSec agents, this 
store has every weapon found in the 
Torg Rulebook, Nippon Tech sourcebook, 
and Kanawa Personal Weapons Guide. 
Thestore also carries ammunition and 
grenades. 

Mingling with the populace and 
generating a streetwise total of at least 
12 will get the Knights connected to 
the black market. Through the black 
market, characters can purchase stan- 
dard items along with exotic things 
like spell components, armor, explo- 
sives, and other items found in the 
various sourcebooks (NOTE: Noitems 
above Tech 24 may be purchased). 
Prices are subject to a 20 percent 
markup. 

There is a French cyberlegger 
named Doctor DeVeaux who can re- 
pair and install cybernetic systems. 
He also sells data chips, cyberdecks, 
and other electronic equipment. He 
sells no weapons or armor. As a good 
rule of thumb, DeVeaux has only six 
chips at any one time, and one 
cyberdeck. All of his items are sold at 
a 30 percent markup. His fee for in- 
stalling cybernetics is an additional 10 
percent of the systems’ costs, 

DeVeaux’s operation is located in 
an abandoned warehouse adjacent to 
a Jakarta railyard. His base attitude 
towards the Knights is neutral. 


Dr.DeVeaux 

DEXTERITY 12 

Dodge 15, weapons 14, fire 

combat 14, stealth 15 

STRENGTH 8 

TOUGHNESS 10 

PERCEPTION 12 

Cyberdeck operation 15, first aid 

14, forgery 15, land vehicles 14 

MIND 13 

Cybertech 16, medicine 16, psychol- 

ogy 16, science (computers) 15, 

streetwise 17 

CHARISMA 8 

Persuasion 12 

SPIRIT 11 

Intimidation 13, reality (Cyber- 

papacy) 15 

Possibilities: 4 

Equipment: Cyberware: J-Jack, 
NeuraCal, Belle MicroView, Belle 
View 20-20, DATAS Snooper, PLP 
Hypertouch, MB Blocker, FN Jammer, 
damage value 23, ammo 7, range 3- 
40/100/150; ChipHolder 3. Cyber 
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value: 21; first aid kit; MediCo Slap 
Patches; Neuralnc Bioscanner; Medico 
Laser Scalpel; bug hunter; IriMesh 
jacket, armor value TOU+3/13; power 
dagger, damage valueSTR+5/13;dark 
glasses 

Description: DeVeaux is a bald- 
headed man is his early 40s. He fled 
France as a criminal, wanted for his 
illegal storefront cyberfitting operation. 
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Flags 


If a True Identity card is played, 
Anwar El Hassan recognizes a Storm 
Knight as the Le band of some past 
heroic accomplishment. He will send 
the shocktroopers after the Knight in 
order to capture or kill him at some 
point during this act. 
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Key 
1. Bank of Indonesia 
2. Cathedral 
3. Central Post Office 
4, Central Telephone Office 
5. City Hall 
6. City Theater 
7. High Court 
8. Istigial Mosque 
9. Ministry of Agriculture 
10, Ministry of Finance 
11. Ministry of Health 
12, Ministry of Internal 
Affairs 
13. Ministry of Justice 
14. Ministry of Religious 
Affairs 
15, Museum of Indonesian 
Culture 
16. Office of the First Minister 
17, Parliament 
18. Pasar Senen (Monday 
Market) 
19. Police Headquarters 
20. Presidential Palace 
21, Radio Republik Indonesia 
22, State Electricity Company 
23. State Palace 
24, Cyberpapal Embassy 
25. Soto Investments 
26. Thunder Child 
27. Cemetery 
A. First murder 
B. Second murder 
C. Third murder 
D. Fourth murder 


A Mistaken Identity card will make 
Sandra Goldstein believe that the hero 
ishere tocontact the Spartans. She will 
shadow the Knight in order to learn 
more about him. 

A Suspicion card played will make 
Michelle Martin suspect that one of 
the Knights is a wanted heretic, and 
she will send the Hospitallers after 
him, as well as notifying the Cyber- 
papal embassy in the city. 

if the characters are trying to figure 
out the dream, an Idea card will reveal 
the following facts: the hourglass is a 
recurring theme, and symbolizes time 
running out. 
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Variables 


Ifthe Storm Knights appear unwill- 
ing to look into the murders, Police 
Chief Malaraya will call them and ask 
for their help. He will ask that they 
come to the station at once. 

If the Storm Knights visit the Thun- 
der Child, they will get a tour, and a 
long-winded speech about the impor- 
tance of Victorian values from Cap- 
tain Salisbury. Despite his surname, 
he is not related to Lord Bryon 
Salisbury, nor is he allied with the 
Gaunt Man. 


Perseverance 
Awards 


Award the Knights one Persever- 
ance point for discussing the dreams. 


Cut To... 


Ifthe Storm Knights go to the police 
station, cut to Scene Two, “Verified by 
Autopsy.” If they wish to wander the 
streets of Jakarta for a time, cut to 
Scenes Threeand/or Four. IftheStorm 
Knights wish to investigate the Storm 
Knight disappearances, cut to. “Vari- 
ables” on page 17. If they wish to in- 
vestigate Soto Industries, cut to Scene 
Four, “Unsound Investments.” 


SCENE TWO: 
Verified by 
Autopsy 


The Situation 


Standard. The Storm Knights go to 
police headquarters to investigate the 
deaths, and find some gruesome evi- 
dence. 

Read aloud or paraphrase: 


The walk to police headquarters is 
brief but hot. The streets are crowded 
with people, trying to keep life going 
as normally as possible. Many faces 
betray a feeling of unspoken dread. 
The humidity makes your clothes 
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stick to your skin. The skin on the 
back of your neck crawls, but you 
don’t know if it’s from the heat or a 
feeling that you are being watched. 

At headquarters, the police are 
overworked and harried, but they 
appear to be trying their best to keep 
everyone calm and orderly. It takes 
about 20 minutes of waiting and talk- 
ing to various officers, but finally 
you manage to work your way 
through the crowds and to the desk 
officer. He ushers you into Malaraya’s 
office. 

Police Chief Rashif Malarayaisan 
overweight, balding, sweating man 
whose eyes show a keen intellect, an 
observant eye, and a streak of com- 
passion. 


The Action 


As police chief in Jakarta since the 
Wars began, Malaraya has seen and 
heard it all. He has had countless 
people, many of them foreigners, some 
of them allegedly Storm Knights, tell 
himall manner of stories. Some stories 
have been accurate, others have been 
wild rumor. 

He is somewhat jealous of the 
Knights’ freedom to act, but realizes 
that capturing the murderer stalking 
his city is more important than his 
pride. If he called the Knights, he will 
be willing to help them — but if the 
Knights came to police headquarters 
of their own accord, they will have to 
persuade him to get to see the bodies or 
any significant information. A yes re- 
sult is necessary to gain access to the 
morgue. 

If Malaraya agrees to speak to the 
Knights, he tells them the following: 


* The murders have been committed 
over the last four nights. Each victim 
was found several hours after the act. 
None of the four victims had anything 
in common. Each murder was com- 
mitted between the hours of one and 
three in the morning. There were no 
witnesses. If the Knights wish to see 
the bodies, they may. 

* Malaraya does not believe there is 
any connection between these killings 
and the disappearance of six Storm 
Knights from a rice field northwest of 
the airport one month ago. However, 


if the Knights are dead set on investi- 
gating this, he will have one of hismen 
show them the site. 

Malaraya has a city map showing 
the locations of the bodies. The mur- 
der locations are: 

First murder — in an alley near 
Kota Station. 

Second murder — next to the Uni- 
versity of Indonesia. 

Third murder—between the Press 
Club and the Hotel Indonesia. 

Fourth murder — in the fields near 
the north end of the longest airport 
runway. 

An evidence analysis or Perception 
total of 10 reveals that the murder sites 
form the shape of an hourglass. 

A Mind total of 11 will reveal that 
the dream line, “Next blood shed 
where first blood fell,” refers to the 
fact that tonight's murder will occurat 
the same site as the first one, Kota 
Station. Malaraya will refuse to be- 
lieve evidence based on a dream. 


Rashif Malaraya — Jakarta 
Police Chief 
DEXTERITY 10 
Dodge 12, fire combat 14, land ve- 
hicles 13, melee weapons 12, un- 
armed combat 14 
STRENGTH 9 
TOUGHNESS 9 
PERCEPTION 10 
Evidence analysis 12, find 11, lan- 
guage 12, scholar (Indonesian law) 
14 


MIND 12 

Test 15, willpower 16 

CHARISMA 9 

Persuasion 12, taunt 12 

SPIRIT 8 

Faith (Islam) 9, intimidation 12, 

Possibilities: none 

Equipment: 9mm Beretta, damage 
value 15, ammo 9, range 3-10/25/40; 
handcuffs 

Description: Rashif is a normally a 
jovial fellow. These days, he’s a bit 
grim, for he can’t stand to see his fel- 
low countrymen suffer. He's a dedi- 
cated, loyal, honest cop. 


The Morgue 
The police station morgue is chilly 
and reeks of death. The bodies lie on 
concrete slabs. They range in age from 


By 


early 20s to early 40s. Three are men, 
one a woman. 

When the Knights view the bodies, 
subtracta Perseverance pointand have 
them make a Perseverance check. 

A find or Perception total of 9 on any 
one of the bodies will reveal what look 
to be scratches. An evidence analysis 
total of 10, will reveal that all of the 
wounds were made by talons. A Supe- 
rior success on this check reveals that 
the wounds were most likely caused 
by a ravagon. 

The coroner's reports for all four 
victims are identical. All suffered the 
same wounds, and in the same order: 


Gall bladder removed 
Abdomen slashed 
Ulna fractured 

Nose broken 

Trachea lacerated 
Mandible fractured 
Aorta punctured 
Neck broken 


A Perception total of 11 reveals that 
the list of wounds spells out “Gaunt 


a 


Man.” If the Knights figure this out, 
subtracta Perseverance pointand have 
them make another Perseverance 
check. 


Personal Effects 


Only one victim had anything worth 
mentioning. One of the men, Antonio 
Perez, a man in his early 40's, had a 
crucifix inscribed with circuitry, now 
twisted intoscrap metal. Anyone from 
the Cyberpapacy will recognize it as 
such. An evidence analysis total of 10 
will show that the crucifix was bent by 
a single clawed hand. 

If the Knights ask Malaraya about 
this, he will mention that there has 
been a great deal of street preaching 
by a Cyberpapist of late. Although he 
dislikes cyberpriests, the man has bro- 
ken no laws and so cannot be arrested. 
It’s possible that Perez was one of their 
converts. 


Act One 


Flags 


A Connection card means Malaraya 
knows one of the Knights and will be 
as cooperative as the Knights require, 
stopping short at breaking the law or 
giving the Knights policemen as extra 
muscle. 

A Personal Stake card played means 
the hero knew one of the victims, and 
is now intent on finding the killer. 

A Suspicion card played indicates 
that Malaraya considers a Knight tobe 
somehow involved with the murders. 
This person will be treated coolly, 
asked probing questions, and eventu- 
ally will be tailed by three policemen. 

An Idea card will reveal that the 
dream line, “Next blood shed where 
first blood fell” refers to the fact that 
tonight's murder will occurinthesame 
place as the first one, Kota Station 
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Variables 


If the Knights wish to investigate 
the rice fields, site of the Storm Knight 
disappearances, a policeman will 
guide them there. A find or Perception 
total of 12 will reveal a piece of card 
half-buried in the ground. It reads, 
“1:00a.m., Dec. 8, Kota,Zylw/ shard.” 


Perseverance 
Awards 


Award the Knightstwo Perseverance 
ints for seeing the bodies, two for 
ing out the Gaunt Man acrostic, 


and one for determining that a ravagon 
committed the murders. 
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Cut To... 


If the Knights wish to investigate 
the connection between the victims 
and thecyberpriest, cut to Scene Three. 
If they wish to investigate Soto Invest- 
ments, cut to Scene Four. If they wish 
to wait until evening and travel to 
Kota Railway Station to wait for the 
murderer, cut to Scene Five. 


SCENE THREE: 
The Sermon on the 
Street 


The Situation 


Standard. The Knights come upon 
a crowd listening to a cyberpriest 
preaching about how faith in the 
Cyberpope is the only way to defend 
oneself against the surrounding hor- 
rors. A pair of Hospitallers is the way 


Key 

1. Chapel 

2. Security stations 

3. Atrium 

4. Meeting room 

5. Chief priest's office 

6. Cafeteria 

7. Computer room 

8. Hospitaller rooms 

9, itor rooms 
10. C: ist rooms 
11. Jazuit rooms 


12. Cybernun rooms 
13. Motor pool 

= Camera 

W Hardpoint 


the priest defends himself from un- 
ruly city folkand trigger-happy Storm 
Knights. 

Read aloud or paraphrase: 


As you walk back out into the hot 
muggy city, you areonce again lostin 
the throng of humanity. Eventually, 
you come upon a group of people 
listening with interest to a street 

er. The heavil: ited voice 
is speaks first in French, then in vari- 
ous local tongues, then again in En- 
glish. Youcannotsee the speaker from 
your current vantage point, though 
his voice seems louder than that of a 
normal man. He is standing in front 
of the Cyberpapal Embassy. 


Wait for the Knights to close in, if 
they wish to. If they do, continue read- 
ing: 

Pushing your way through the 
crowd as politely as possible, you see 
the center of everyone's attention. A 
man dressed in clerical vestments but 
with an obvious cybernetic eye anda 
cybernetic arm, is preaching to the 


“RD 


Act One 


crowd, 

Flanking him, arms folded across 
their chests, clad in full armor, are a 
pair of guards, both women. They 
have huge swords strapped to their 
backs. A huge red cross emblazons 
each chest plate, The guards survey 
the crowd with care, ever vigilant for 
signs of trouble. The man talks on. 

“Brothers and sisters, this is the 
time for increased vigilance! The 
powers of darkness surround you, 
aye, the very forces of Hell are at our 
gates! And what can protect you? The 
Sacellum? A white man’s religion 
built on the broken backs of the ex- 
ploited non-white races? Never! The 
old, crumbling, dusty religions of the 
past? Never! 

“All of those religions are built 
around human beings, and since hu- 
mans are imperfect, so are their reli- 
gion! We who follow the true Shep- 
herd, Jean Malraux I, the Cyberpope, 
follow one who has purged his body 
of weak, imperfect, sinful flesh, and 
has submitted to the pure metallic 
communion of God! 

“A cyber-enhanced faith is a faith 
purged clean of human weakness, 
for with the cybernetic gift of God, 
our sinful natures are controlled, and 
we become pure! And the forces of 
Hell cannot prevail against purity! 

“Join with the CyberChurch! Feel 
our warmth, our love, our protection, 
ourunconditional acceptance! We are 
alarge family, and we wish for you to 
join us!” 

It does appear that some in the 
crowd are being swayed by the 
preacher's words, 


The Action 


The Knights need not to do any- 
thing here. But there is some informa- 
tion to be gained from the cyberpriest 
and the GodNet terminal inside, and it 
is quite likely that the Knights will 
want to intervene here just on general 
principles. Let them linger in this scene 
to their heart’s content — they will 
eventually get back to the main ad- 
venture, 

The rally will continue for another 
half hour, asthe preacher gets warmed 
up and begins to go into a detailed 
account of the tenets of the cyberfaith. 


as 


A persuasion value should be made 
for the cyberpriest’s speech. A nega- 
tive or Minimal result means no one 
converts. Beyond that, one fourth of 
the crowd converts for every level of 
success achieved. Thus, a Spectacular 
success converts everyone. There are 
100 people in the crowd, not counting 
the Storm Knights. The difficulty of 
the persuasion attempt is 12. The 
crowd's base attitude is neutral. 

The Storm Knights may attempt to 
muscle their way to the front and give 
a counter-speech, using persuasion. If 
the storyteller insults either the 
cyberpriest or religions in general, the 
difficulty of their persuasion attempt 
on the crowd increases to 15. 

A Good level of success will negate 
the cyberpriest’s speech — the crowd 
will walk away from the rpriest 
and he and his guards will slink off 
angrily. 

A Superior success makes the crowd 
hiss atthe cyberpreacher, then quickly 
disperse. The Cyberpapists are now 
enraged at the Storm Knights, and 
before this act is over, they will attack 
them in force. 

A Spectacular success will cause the 
crowd to laugh the cyberpriest and his 
cohorts out of this part of town, and 
give the cyberpriest such a crisis of 
faith that he will be unable to preach 
for a week. 

The Knights only get one chance to 
make a speech. 

Ifthe Knights simply wish to talk to 
the cyberpriest about the crushed cru- 
cifix, they can wait until the sermon is 
over and approach the Hospitallers 
with it. They will convey the message 
to the priest, who will invite them into 
the chapel to discuss it. He will con- 
firm that Perez was a new member of 
the church, and vow that the Cyber- 
church will pay all the costs of his 
burial. He cannot provide any infor- 
mation regarding the murders. 


The Church 


Map 2 details the C) pal em- 
bassy/chapel in Jakarta. external 
doors have electronic locks — a science 
(electronics) total of 15 is needed to pick 
these locks, Failing to unlock a door on 
the first try sets off a silent alarm at the 
security station. 


All computer terminals have retina 
scanners to prevent unauthorized us- 
age. 
Sotal complement of the building is 
four cyberpriests, two cybernuns, ten 
Hospitallers, two Jazuits, and two In- 
quisitors. 

1. Chapel: Seats 100 people. The 
chapel contains an altar and a cyber- 
netic crucifix. There are six cyber slave 
terminals for VX worship and confes- 
sion. One cyberpriest is always on duty 
here. The Chapel is open between 6a.m. 
and 10 p.m, 

2. Security stations: Each is manned 
by two Hospitallers. 2A watches the 
motorpool, 2B watches the chapel and 
bedrooms, and 2C watches the rest of 
the complex. There is a computer termi- 
nal in each station, video screens for the 
cameras, plus alarm switches 

3. Atrium: This is a nicely appointed, 
airy place with beautiful trees and flow- 
ers growing in planters. HoloVids of 
Biblical locations and stories show on 
the southern wall. 

4, Meeting Room: Contains a long 
table, a dozen chairs, and a computer 
terminal. 

5, Fra Daniel's Office: A huge steel 
and chromedesk dominates Fra Daniel’s 
room. He hasa Wrath I cyberdeck, com- 
puter terminal, an alarm button, and a 
GodLight stored in the desk (locked, 
lock picking difficulty 13). 

6. Cafeteria 

7. Computer Room: A huge cyber- 
netic crucifix dominates the upper left 
corner of the room. This isa Cyberpapal 
hardpoint (TOU 10). It has a weight 
value of 5 and a Spirit value of 6, thus it 
projects a Cyberpapal pure zone of six 
meters, and a dominant zone an addi- 
tional 34 meters. 

The rest of the room contains three 
Wrath I cyberdecks, the computer main- 
frame, and four terminals. 

Fetching information from the com- 
puter mainframeisa four step Dramatic 
Skill Resolution using the science (com- 
puters) skill. Step A is breaking the initial 
passcodes. Step B is getting to the right 
menu. Step Cis breaking into the correct 
files. Step D is the retrieval of the infor- 
mation. Difficulty for each step is 16 

Failure at any point activates a build- 
ing-wide alarm and increases further 
computer difficulties to 20. If the alarm 
is left on for 30 seconds, the computer 
automatically purges all data. 


19 


Torg: The Gaunt Man Returns 


Dataincludestheexactcomplement 
of the installation, a list of known her- 
etics in thearea,anorder from Malraux 
himself for the staff to report any ru- 
mors of the Gaunt Man’s return di- 
rectly to him, plus a roster of converts. 
Antonio Perez is on this list. There is 
also some mention of plans for an 
expansion of the realm into New En- 

nd. 


Fra Daniel Vernuille 
DEXTERITY 9 
Dodge 11, fire combat 11, melee 
weapons 12 
STRENGTH 9 
TOUGHNESS 9 
PERCEPTION 11 
Cyberdeck ops 14, find 13, scholar 
(Avignon Doctrine) 11, trick 12 
MIND 10 
Science (computers) 12, test 12 
CHARISMA 11 
Charm 15, persuasion 14, taunt 14 
SPIRIT 12 
Faith (Cyberpapacy) 17, focus 14 


(16 with crucifix), intimidation 14, 

reality (Cyberpapacy) 15 

Possibilities: 15 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, BelleView 20-20 (+2 to 
Perception skills based on sight), CSI 
LEDs, Cyber-Ham Receiver, TSE 
LeMotion (find+3 for detecting move- 
ment), Throat Mike, Homer, DATAS 
Boomer, MB Charger 2 (DEX+1 for 3 
mins), ChipHolder 3 Cyber value: 16. 
HalloMesh, armor TOU+5/14; God 
Meeter, damage value 20, ammo 30, 
range3-12/30/50; powerdagger,dam- 
age value STR+5/14; crucifix. 


Hospitallers (10) 
DEXTERITY 10 
Beast riding 12, dodge 12, fire com- 
bat 13, energy weapons 13, maneu- 
ver 12,melee weapons 13, unarmed 
combat 13 
STRENGTH 10 
TOUGHNESS 10 
PERCEPTION 9 
Find 10, first aid 11, track 12 


MIND 9 

Test 11, willpower 12 

CHARISMA 9 

Persuasion 10, taunt 12 

SPIRIT 12 

Faith (Cyberpapacy) 17, focus 13 

(14 with crucifix), intimidation 15, 

Possibility Potential: some (18) 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, CSI EyeKill MkIV, CSI 
HotShot (find+2 in poorly lit condi- 
tions), CyberHam Receiver, TSE 
LeMotion (find+3 for detecting move- 
ment), Throat Mike, Homer, MB 
Charger 2 (DEX+1 for 3 mins), MB 
Blocker (ignore K results, reduce each 
shock damage hit by three), Compte’s 
Stabliza (+2 to defensive skills), Cyber 
value: 19; GWI Armor of God, armor 
value TOU+8/17; God Meeter, dam- 
age value 20, ammo 30, range 3-12/ 
30/50; MAS StormGun w/CSI Smart 
Gun, damage value22,ammo12,range 
3-16/50/70, +6 to hit), power broad- 
sword, damage value STR+8/18 


The embassy construct has a 
Good security level. Its VX image 
is a glowing monastery. 

The computer also has a satel- 
lite uplink to the GodNet. Any- 
one jacking in gets the VX sensa- 
tion of rising up into the clouds, 
seeing a glowing city of gold in 
the sky. This is the VX image of 
Firmament, the Cyberpapal sat- 
ellite. 

Cell 1: Welcomes the decker 
to the Jakarta Embassy of the 
Cyberpapacy. 

Cell 2: Resembles a great ca- 
thedral. This is where the faith- 
ful deckers can conduct VX wor- 
ship. 

Cell 3: This room appears to 
be the interior of a stone watch 
tower. Each wall hasa cross, three 
of which are seals concealing 
doors. 

The guardian (G1) is: 
Knight of God 


TOUGHNESS 15 

PERCEPTION 16 

MIND 14 

CHARISMA 13 

SPIRIT 16 

Net Values: net attack (me- 
lee) 13, net defense 13, net find 
16, net stealth 16, net manipula- 
tion 16, net track 1 

Response/Processor/Storage: 


0/12/15 
Onslaught5(4), Ar- 

mor 4(3), Scramble 3(2), Trace 
2(2), Grab 2(2), Deck Wipe 1(2) 

Cell 4: This room appears to 
be done up like the Roman cata- 
combs. A wall of crossed bones 
is a seal for the door to the Core 
Cell. 

The guardian (G2) is: 


Demon 
DEXTERITY 13 
Dodge 14, melee 14, stealth 14 
STRENGTH 15 
TOUGHNESS 16 
PERCEPTION 12 


Tracking 13, trick 13 


MIND 13 

Test 14, willpower 14 

CHARISMA 11 

Persuasion 12, taunt 15 

SPIRIT 13 

Faith 15, focus 14, intimida- 
tion 14 

Net Values: net attack (me- 
lee) 16, net defense 16, net find 
14, net stealth 16, net manipula- 
tion 14, net track 15 

Response/Processor/Storage: 
2/5/7 

Programs: Attack 2(2), De- 
fense 2(2),Scan 1(1), Shroud 1(1), 
Evade 1(1) 

Cell 5: The core. 

Cell 6: This contains all the 
data for the embassy. It contains 
the same information as can be 
found by just trying to crack the 
computer codes in the computer 
room. 

Once at Firmament, the 
decker is re-routed Earthward 
to Avignon. 
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Inquisitors (2) 

DEXTERITY 8 

Dodge 10, energy weapons 10, me- 

lee weapons 10, stealth 12, unarmed 

combat 10 

STRENGTH 8 

TOUGHNESS 9 

PERCEPTION 11 

Cyberdeck operation 12, evidence 

analysis 15, find 12, scholar 

(Avignon Doctrine) 14, trick 12 

MIND 10 

Test 12, willpower 14 

CHARISMA 8 

Charm 11, persuasion 11, taunt 11 

SPIRIT 12 

Faith (Cyberpapacy) 15, focus 14 

(16 with crucifix), intimidation 16 

Possibility Potential: some (21) 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, BelleView 20-20 (+2 to 
Perception skills based on sight), CSI 
LEDs, CSI LtFilta (flash protection), 
FFOColEnhanz (find+2in well-litcon- 
ditions), DATAS Snooper (+2 bonus 
for normal frequency hearing), 
CyberHam Receiver, TSE LeMotion 


(find+3 for detecting movement), 
Throat Mike, Homer. Cyber value: 15; 
GWIHalloMesh, armor valueTOU+5/ 
14; GWI GodLight housed in staff, 
damage value 24, ammo 50, range 3- 
10/25/40; electroprod in staff, dam- 
age value 16 


Any Knights captured by the 
Cyberpapists will be interrogated by 
the Inquisitors. 


Jazuits 
DEXTERITY 10 
Dodge 12, fire combat 12, unarmed 
combat 13 
STRENGTH 9 
TOUGHNESS 8 
PERCEPTION 10 
Evidence analysis 12, find 12, lan- 
guage 12, scholar (religion) 12, trick 
12 


MIND 10 

Test 12, willpower 13 
CHARISMA 9 

Charm 10, persuasion 16, taunt 11 
SPIRIT 13 

Faith (Cyberpapacy) 17, focus 14, 
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reality (Cyberpapacy) 14 

Possibilities: 5 

Equipment: Cyberware: NeuraCal, 
EpiphaNeur, slashers, damage value 
STR+6/15, Kreelar tendons, Cyber 
value: 10; HalloMesh, armor value 
TOU+5/13; God Meeter, damage 
value 20, ammo 30, range 3-12/30/50 


Flags 


An Alertness card played while in 
the crowd will enable the Knight to 
overhear several people talking about 
the wisdom of getting extra holy pro- 
tection, considering the odd shadows 
seen in the Portuguese Cemetery sev- 
eral nights ago. 

If the Knights ask the people for 
details, they are told that there have 
been odd winged shadows flitting 
about the graveyard at night, some- 
times accompanied by tiny pinpoints 
of red or white light. 

Ifthe cyberpriest survives this scene 
and is upstaged by a Storm Knight 
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speech, a Nemesis card will make the 
priest an enemy of the card player, 
even if the card player did not give the 


A True Identity card played by a 
Cyberpapal Knight means that the 
cyberpriest recognizes her as some- 
one wanted for questioning. Before 
the act is over, the will make an 
attempt to arrest the character is ques- 
tion, using a number of Hospitallers 
equal to the party’s strength. 


Variables 


The Storm Knights may attack the 
cyberpriest and his guards as he 
preaches. Not only will the trio defend 
themselves, but some of the faithful 
will summon the police. The Cyber- 
papists have a permit to speak. Cap- 
tured Knights will be thrown in jail 
overnight, or pay a $1,000 fine per 
offender. 


Cut To... 


When the Knights have finished 
dealing with (or ignoring) the 
Cyberpapists, they may wish to inves- 
tigate the cemetery. See the descrip- 
tion in Scene Six, but nothing will go 
on there until after Scene Five has 
taken place. 

If Knights wish to go to the 
railway station and wait, cut to Scene 
Five. 

If the Knights wish to investigate 
Soto Investments, cut to Scene Four. 


SCENE FOUR: 
Unsound 
Investments 


The Situation 


Standard. A new office building 
owned by Soto Investments is open 
for business. The Storm Knights pass 
it either on their way to or from police 
headquarters. 

Storm Knights investigating the 
building discover that it is a red her- 
ring, though there is a Rauru Block 
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member here that can become an ally 
in the future. See Map #4 for the 
layout of the building. 

Read aloud or paraphrase: 

Walking down the hot streets of 
Jakarta, making your way through 
the crowds, you see a beautiful new 
20-story office made of glass 
and steel. Workmen are putting the 
finishing touches on the logo sign, 
“Soto Investments.” An attractive 
fountain done in a distinctive Japa- 
nese motif, with ums 
and lotus blossoms, sets up a spray of 
cool, refreshing water. 

A business total of 6, or a scholar 
(Nippon realm lore) of 8 informs the 
Knights that Soto Investments is a 
Kanawa subsidiary. 


The Action 


The Knights are free to ignore this 
place — again, it is a red herring — or 
they may attempt entry. Concealed 
external security cameras (find total of 
15 to spot them) will show building 
security if anyone is staking out the 
building. 


The Building 


External locks have a lock picking 
difficulty of 16. Internal door locks 
have a difficulty of 15. MarSec agents 
provide security, patrolling in stan- 
dard security guard blazers during 
normal business hours, and in full gear 
after hours. Normal business hours 
are 9:00 a.m. to 6:00 p.m. 

Alldoors havealarms, which sound 
if the lock picking attempt fails, or if the 
door is forced open. Detecting the 
alarm requires a find total of 15. Deac- 
tivating it requires a science (electron- 
ics) of 15. 

A huge, beautiful steel sculpture 
(TOU 25) stands in the middle of the 
ground floor. It is a hardpoint with a 
weight value of 14 and a Spirit Value 
of 5, which bathes the first and second 
floors ina Nippon Tech pure zone and 
the rest of the building in a Nippon 
dominant zone. 

There is a parking garage located 
under the building, open from 8:00 
a.m. to9:00 p.m. There are always four 
MarSec agents patrolling the garage 


or manning the ticket booth at the 
entrance/exit. 


First Floor 


1, Atrium: A beautiful, airy 
withiots of sunlight pouring a There 
are curving stairways heading up. 
Near the front doors is a security 
desk, always manned by two MarSec 


4. Elevator Maintenance: Has cir- 
cuit breakers and controls for eleva- 
tors and telephones. Characters with 
science (electronics) can override or shut 
down any elevator or phone s 
by generating a total of 16. It 
minutes per attempt. 

5. Supplies 

6. Gallery: Walk-through areas with 
Japanese art. 

7. Phones, etc.: Contains banks of 
pay phones, FAX machines, and cour- 
tesy phones. 

8. Elevators and Stairs: Note that 
these elevators and stairs only go to 
the 19th floor, They also give access to 
the underground garage. 


Second Floor 


9. Walkway. 

10. Cafeteria. 

11. Kitchen. 

12. Security: There arealwayseight 
MarSec agents posted here. This room 
has computer terminals, alarm, door, 
and elevator controls and overrides, 
plus a locked (difficulty 15) cabinet 
with ammunition. 

13. Computer Room: Contains 
mainframe, modems (for connection 
with Japan), terminals, printers. 

Characters who generate a science 
(computers) total of 22 can crack the 
passwords and codes in order to get 
information from the mainframe. If 
the Knight fails to break in, an alarm 
will sound. 

Available data includes: 

— 3327's directive that information 
on the Gaunt Man’s return is a high 
priority. A huge cash bonus ($500,000 
US dollars) is being offered; 

— the full personnel roster of the 
building; 

—a directive from 3327 that orders 
Soto investments to handle stock for 
Karkthusa, Inc., Singapore; 
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— if any of the player’s Storm 
Knights are wanted by Kanawa, their 
dossiers are in here, too. 


Third-Eighteenth Floors 


These floors are filled with offices 
and conference rooms that are utterly 
meaningless to the Knights. 


Nineteenth Floor 


14. Secretary's Office. 

15. Vice-President’s Office: There 

are four vice-presidents. 

16, Samurai Station: This room con- 
tains the eight corporate samurai hired 
by 5043. A secret two-way mirror al- 
lows the samurai to watch the corridor 
leading from the elevators. 

17, Training Room: There is a pri- 
vate elevator that leads to the20th floor. 
The rest of the room contains training 
mats and sleeping cots. 

18. Suki Kitakame’s Office: This is 
the office of 5043's secretary. There is a 
desk, computer terminal, typewriter, 
and various bits of Japanese art. Inside 
her locked (lock picking difficulty 12) 
desk is a 13mm Chunyokai (damage 
value 18, ammo 9, range 3-10/40/50). 

19, 5043's Office: This is a beautiful 
office equipped with all the latest tech- 
nology. The office hasa largedesk, a wet 
bar,CD player, Zamftech Monolith per- 
sonal computer (hooked into the Soto 
mainframe in room 13), cordless phone, 
and alarm button. A private elevator 
leads to 5043's bedroom on the 20th 
floor. 


Twentieth Floor 


20. Outer Security: This room con- 
tains a team of four corporate ninjas, 
who act as 5043’s bodyguards. A se- 
cret panel (find total of 20 to notice it) 
leads to 5043’s penthouse. The room 
contains an alarm panel which can 
alert the entire building to a threat. 

21. Inner Security: This room fea- 
tures four more ninja and several 
futons. 

22. Bath lockers. 

23. Baths: Vice presidents and other 
important peop are invited up here 
by 5043 for relaxation. The water`is 
hot. 

24, Geisha: There are eight women 
(seven standard geishas, plus Tamara) 
living here, company geishas on call. 
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There are rice paper privacy screens 
set up for their sleeping mats. The 
room is decorated with tea sets, Haiku 
banners, origami, bonsai trees, chry- 
santhemums, and painted rice paper 
panels. 


Geishas (7) 

DEXTERITY 10 

Dodge 14, melee weapons14 

STRENGTH 8 

TOUGHNESS 8 

PERCEPTION 10 

Language 14, scholar (Geisha) 15, 

scholar (Nippon realm lore) 14, 

scholar (origami) 13 

MIND 11 

Artist (singing) 13, artist (flute play- 

ing) 13, artist (dancing) 13, will- 

power 13 

CHARISMA 12 

Charm 15, persuasion 14, taunt 13 

SPIRIT 11 

Possibilities: None 

Equipment: dagger, damage value 
STR+3/11; kimono; flute 

Description: Geishas are hostesses, 
singers, dancers, artists, here to bring 
tranquility and relaxation. Their pri- 
mary role is NOT that of a concubine. 

These women pose no threat to the 
Knights. Tamara Ondo, however, may 
attempt to contact the Storm Knights 
and fool them into thinking that she is 
an ally. 

25. 5043’s Penthouse Dwelling: 
This is another luxurious room. It fea- 
turesa big desk, a high-res wide-screen 
TV with built in VCR and satellite 
dish, a massive collection of movies 
on video, a CD player, exercise equip- 
ment, a huge bed, and the private el- 
evator. 

The desk (locked, difficulty 22), con- 
tains documents which indicate that 
Karkthusa is run by an Orrorshan ri- 
val of the Gaunt Man who seeks to do 
business with Nippon. Other reports 
indicate that Karkthusa, Inc is consid- 
ering a rather sudden move to Hong 
Kong. 

5043 hasa secret stairway (find total 
of 15 to spot it) that leads through a 
one-way door out to the main stair- 
way near the elevators. The stairway 
also goes up to the roof. 

The door leading tothe roofislocked 
from the inside (difficulty 20 to pick, 
and alarmed (science (electronics) diffi- 
culty of 16 to disable). Out on the roof 


is an Oda Butterfly helicopter, 5043's 
personal transportation. 

Oda Butterfly: Tech 23; speed 150/ 
90/13; pass 8; TOU 17 


Personnel 


5043 

DEXTERITY 8 

Fire combat 10, running 10, un- 

armed combat 12 

STRENGTH 9 

TOUGHNESS 10 

PERCEPTION 11 

Air vehicles 13, land vehicles 12, 

language 14, scholar (finance) 14, 

trick 13 

MIND 10 

Business 16, science (computers) 12 

CHARISMA 11 

Charm 14, persuasion 14, taunt 15 

SPIRIT 8 

Intimidation 10, reality (Nippon 

Tech) 16 

Possibilities: 5 

Equipment: Komatsu Wakizashi, 
damage value 14, ammo 6, range 3-5/ 
15/25; Misaki XE Laptop computer; 
Sony Talkman; sport jacket with 
IriMesh woven into it, armor value 
TOU+3/13 

Description: Aggressive and moti- 
vated solely by greed, 5043 is in his 
late 20s, a bit young for a company 
president. The handsome 5043 loves 
to surround himself with expensive 
items and beautiful women. 5043 is 
fiercely competitive, and used to hav- 
ing things his own way. 


Tamara Ondo 
DEXTERITY 12 
Dodge 15, fire combat 15, lock pick- 
ing 13, maneuver 15, martial arts 
(Atemi-Waza) 15, stealth 16, un- 
armed combat 14 
STRENGTH 10 
TOUGHNESS 11 
PERCEPTION 12 
Disguise 15, evidence analysis 14, 
find 15, land vehicles 14, language 
14, scholar (Geisha) 16, tracking 12, 
trick 15 
MIND 11 
Artist (singer) 14, business 12, medi- 
tation 12, science (computers) 13, 
test 13, willpower 12 
CHARISMA 12 
Charm 15, persuasion 15, taunt 14 
SPIRIT 10 
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The Gaunt Man Returns: Map 4 
[ƏN] Soto Investments 


8. Elevators and stairs 
9. Walkway 
10. Cafeteria 
11. Kitchen 
12. Security 
13. Computer room 
14. Secreta: 
15. Vice President's office 
16. Samurai station 
17. Training room 
18. Executive secretary 
19. 5043's office 
20. Outer security 
21. Inner security 
22. Bath lockers 
23. Baths 
24. Geishas 
25. 5043's penthouse 
W Hardpoint 
= Camera 
= Hidden door 


Act One 


Intimidation 13, reality (Nippon 

Tech) 13 

Possibilities: 2 per Storm Knight 

Skill Note: Tamara knows all ma- 
neuversin the Atemi-Waza discipline. 

Equipment: Chiang 67 pistol, dam- 
age value 16, ammo 8, range 3-10/25/ 
50; electronic lockpick; Allied cam- 
corder; 6 smoke screen pellets; smoke 
screen lenses 

Description: The beautiful Tamara 
works as a corporate spy/trouble- 
shooter for the executives of Korruki 
Investments, who feel that theyshould 
be the ones in Jakarta, not Soto Invest- 
ments. 

Tamara is posing as a corporate gei- 
sha in order to evidence of 5043's 
incompetence, She is fiercely lo: 
Kanawa. She will approach Storm 
Knights with hints that “my loyalty is 
not with Soto,” hoping thatany Knights 
would falsely assume she is with the 
Rauru Block. 

In her role as a geisha, she acts very 
humble and subservient. She is an ex- 
cellent singer. 


Suki Kitakame 

DEXTERITY 10 

Dodge 11, fire combat 12, lock pick- 

ing 12, maneuver 11, melee weap- 

ons 12, stealth 11, unarmed combat 

13 

STRENGTH 9 

TOUGHNESS 8 

PERCEPTION 10 

Evidence analysis 13, find 14, first 

aid 12, land vehicles 12, language 

14, scholar (Nippon Tech realm lore) 

14, trick 13 

MIND 9 

Artist (actress) 13, science (comput- 

ers) 12, willpower 11 

SPIRIT 8 

Intimidation 9, reality (Nippon 

Tech) 9 

Possibilities: 5 

Equipment: ZIIP77z, damage value 
16,ammo 12, range3-20/30/50;IriMesh 
woveninto jacket, armor valueTOU+3/ 
11; electronic lockpick; Omi signal 
scrambler; 35mm microcamera; Allied 
camcorder; Allied micro-transmitter; 
Misaki XE Laptop computer 

Description: Dressed in short skirt, 
heels, and wearing lots of flashy jewelry 
and makeup, Suki poses as a secretary. 
In fact, due to her stunning looks, 5043 
has made her his corporate 

This is exactly what Suki hoped for, 
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since she is a Rauru Block agent sent to 
infiltrate the high levels of the company 
and determine what its goals are. 

5043 has not yet made any overtures 
toSuki. Heisbiding histime, waiting for 
the business to settle intoa good routine 
first. 

In “real life,” Suki is a warm, won- 
derful person who longs to see the true 
Japanese spirit restored. 

Suki knows that a new electronics 
firm called Karkthusa has opened up in 
Singapore. She will mention this to any 
Storm Knight who wins her confidence. 


MarSec Security (36) 

DEXTERITY 9 

Dodge 10, fire combat 11, maneu- 

ver 10, melee weapons 10, stealth 

10, unarmed combat 10 

STRENGTH 8 

TOUGHNESS 8 

PERCEPTION 8 

Find 9, tracking 10, trick 9 

MIND 8 

Test 9 

CHARISMA 8 

Charm 10, persuasion 9 

SPIRIT 7 

Intimidation 9 

Possibility Potential: some (55) 

Equipment: (during business hours) 
KanawaKM11,damagevalue18,ammo 
12, range 3-10/25/40; IriMesh woven 
into jacket, armor value TOU+3/11; 
nunchaka, damage value STR+5/13; 
walkie-talkie; (during night hours or 

) Kyoto Police RKD armor 

value TOU+7/15; Impala chain gun, 
damage value 23, ammo 600, range 3- 
40/150/400;, nunchaka, damage value 
STR+5/13; walkie-talkie 

Description: Pairs of MarSec agents 
patrol the building, and a pair man the 


lobby area. 


Firecombat 10, maneuver 10, martial 
arts (Seda Chen) 11, melee weapons 
12, unarmed combat 10 
STRENGTH 9 

TOUGHNESS 9 

PERCEPTION 8 

Evidence analysis 9, find 9, tracking 
9, trick 9 


Intimidation 9, reality (Nippon Tech) 
9 


Possibilities: 2 

Note: Corporate samurai know the 
maneuversstone fist, weakness probe, light- 
ning fist, serpent’s coils, sacrifice kick 

Equipment: Kyoto RKDarmor, value 
TOU+7/16;13mmChunyokai,damage 
value 18, ammo 9, range 3-10/40/50; 
katana, damage value STR+7/16; 
walkie-talkie 

Description: These samurai are a 
backup for MarSec, and are personally 
responsible for guarding 5043. 


Corporate Ninja (8) 
DEXTERITY 13 

Acrobatics 14, fire combat 14, ma- 

neuver 14, martial arts (ninjutsu) 18, 

melee weapons 14, missile weapons 

15, stealth 18, unarmed combat 14 

STRENGTH 9 

TOUGHNESS 10 

PERCEPTION 9 

Find 13, tracking 11, trick 11 

MIND 9 

Test of will 12 

CHARISMA 9 

Taunt 12 

SPIRIT 10 

Intimidation 14, reality (Nippon 

Tech) 12 

Possibilities: 10 

Note: Ninja know all maneuvers in 
the ninjutsu discipline 

Equipment: 13mm Chunyokai,dam- 
age value 18, ammo 9, range 3-10/40/ 
50; Niyoki camouflage suit; Sorubu 
climbing gloves; shimsi sword damage 
value STR+3/ 14; 3 H-S stars, damage 
value STR+3/12 

Description: These ninja are fanat- 
ics,and will sacrifice themselves to keep 
5043 safe. 


Flags 


A Connection card played by a Core 
Earth or Nippon Tech Knight means 
that Suki is an ally, and will aid the 
Knights so long as it doesn’t endanger 
her or her cover, 

Ifa Romance card is played, a Knight 
may fall in love with Suki or Tamara. 

5043 or Tamara can easily become a 
Nemesis if that card is played. 

If a Mistaken Identity card is played, 
Suki believes the hero is a spy for Kana- 
wa, and will actually act against that 
person. 
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Variables 


Ifthe Storm Knights choose to i 
this encounter, no problem, It is, after 
all, a red herring meant to instill a feel- 
ing of paranoia and uncertainty in the 


heroes may attempta break-in at 
night. 5043 lives in his ‘onthe 
top floor. Suki works long hours and 
leaves around 9:00 pm. Tamara lives in 
the building. 


Cut To... 


If the Knights have still not figured 
out that the next murder will take place 
at the Kota Train Station, they can re- 
ceive an annonymous tip leading them 
there. If they have figured it out, or are 
simply going there to meet Zyl, cut to 
Scene Five. 


SCENE FIVE: 
Coda at Kota 


The Situation 


Standard/Dramatic. At 1:00a.m., the 
huge ravagon sent by the Gaunt Man 
Parok is about to commit the fifth 
murder. The victim is an Akashan 
bioengineer, just arrived in Jakarta. 

Read aloud or paraphrase: 

The late hour brings few visitors to 
the Kota railroad station. You hear the 
mournful whistle of a train as it pulls 
out of the station. 

The last train from Jakarta has just 
pulled away. A man who looks like a 
South American Indian stands alone 
on the platform, wearing a business 
suit, in which he seems uncomfort- 
able. 


The Action 


The stranger is Camoran Zyl, an 
Akashan Storm Knight who was sup- 
posed to rendezvous with a party here 
and deliver an eternity shard into their 
hands. Unfortunately, the Knights he 
was sui to meet are the ones who 
were kidnapped from the rice field by 
ravagons some weeks ago. He is un- 
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aware of this— ifthe Knightsapproach, 
he will sesso sab vi dept ong had 


was su] 
re hes er Fe ners chat the party aN 


bers are its — even if are not 
the cairo informed deal be 
meeting him — he will tell them that he 
carries on his a key to a train 
locker. Inside the locker is an eternity 
shard, a small statue made of gold. His 
instructions are to turn the shard over to 
a Knight party, and then make his way 
to Australia to meet with a representa- 
tive of Pella Ardinay’s government. 

Zyl will lead the Knights down the 
EPOE E RN 
alleyway between two warel y 
havethe Knights generate find or Percep- 
tion totals. On a 14, they spot a winged 
shadow out of the corners of their eyes. 
Immediately thereafter, the ravagon 
launches himself out of the alley and 
attacks Zyl. He claws the Akashan’s 
shoulder, narrowly missing his throat. 

At this point, the scene becomes Dra- 
matic, Have the Knights make a Perse- 
verance check. 


Chosen Ravagon 

DEXTERITY 10 

Flight 17, maneuver 20, stealth 18, 

unarmed combat 21 

STRENGTH 16 

TOUGHNESS 15 (21) 

PERCEPTION 10 

Find 16, first aid 13, language 12, 

tracking 16, trick 15 

MIND 8 

Test 15 (18), willpower 18 

CHARISMA 8 

Persuasion 12, taunt 15 (18) 

SPIRIT 10 

Faith (Irishantism) 16, intimidation 

17, reality (Orrorsh) 20 

Possibilities: 18 

Natural Tools: Occult-treated ar- 
mored skin, value TOU+6/armor value 
21; talons, damage value STR+2/value 
18; wings, open value 13 


Biotech weapons 9, dodge 10, run- 
ning 9, unarmed combat 9 
STRENGTH 8 

TOUGHNESS 8 

PERCEPTION 12 

Find 14, first aid 13 (+3), language 
15, psionic manipulation 14 

MIND 12 

Medicine 14 (+3), mindsense 14 (+3), 


psionicresistance 13, science (biotech) 
16, willpower 13 

CHARISMA 10 

Charm 14, persuasion 11 (+3) 


Alignment: Zinatt 

Psionic Powers: telepathy 
beacon, empathy, send thoughts, S ought 
scan, clairvoyance, sense past 

Equipment: Stun gun, damage value 
20, ammo 25, range 3-10/25/50 (stun 
r a only); amninatral (+2 to first 
aid); biotech repair kit, transtech 
(biotech), vitamin/mineral packs (5). 

Description: Zyl is a thoughtful 
young man and a competent bio- 
engineer, though he tends to be rather 
absentminded at times. 


When Ravagons Clash 


Allow the battle to proceed as nor- 
mal for a while. At some point, before 
the ravagon is defeated, a second 
ravagon—named Sakrel—willappear 
and attack his fellow hunter. The two 
Tavagons will lock in a bitter struggle. 
(Note that Sakrel has the same stats as 
the ravagon listed above). 

TheKnights may choosetoaidSakrel 
and kill off the offending ravagon, or 
they may use the diversion to spirit Zyl 
away and try to retrieve the shard. 

With or without the Knights’ help, 
Sakrel will defeat the murderous 
ravagon. He will then approach the 
Knights, taking care to make no hostile 
moves. 

Read aloud or paraphrase: 

The ravagon looks at you for a long 
time before 

“You fought well ... for humans,” 
he intones. “You will need every bit of 
that courage in the days ahead. 

“I have shed the blood of a dark 
hunter on your behalf. I have marked 
myself as an enemy of the powers of 
Orrorsh. I ask only that you listen to 
me in return.” 

If the Knights agree, the ravagon ex- 
plains that he isa Denyer, one of asmall 
group of his species opposed to the 
Gaunt Man and his teachings. He has 
information about the Gaunt Man’s 
imminent return, as well as the 
Storm Knights and the deaths in Jakarta. 
All of this he wishes to share with the 
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Knights — but not here. He is being 
stalked by something, and needstimeto 
lose his pursuers. He offers to meet 
them at a cemetery a short distance east 
of the train station in half an hour. 

The Knights may useany meansthey 
wish to test the ravagon’s veracity. He 
genuinely is a Denyer, and genuinely 
believes all that he has told, and will tell, 
the Knights. If the Knights are wary of 
meeting with him, he will say simply 
that they have the opportunity to stop a 
great horrorfromreturning tothis world, 
but time is growing short. If they have 
not the courage to meet this challenge, 
then perhaps this cosm is rightly 
doomed. 

The ravagon will then fly off due 
east. No matter how long the Knights 
wait and watch, they will not see any- 
one or anything following the ravagon. 


The Eternity Shard 


If he survived, Zyl will give the 
Knights the eternity shard. If he was 
killed, the Knights may get it for them- 
selves. If they seem uninterested in it, or 
simply do not know it’s there, Sakrel 
will give it to them. 

Theshard isa golden statue, with red 
and blue streaks, depicting the legend- 
ary “first Incan.” It is a small sculpture, 
no more than 35 centimeters in height. 
The statue possesses the group power 
life thread. 


Ayar-Manco Statue 
Cosm: Core Earth 
Possibilities: 200 
Tapping Difficulty: 15 
Purpose: To preserve the spark of life 
within mankind 
Powers: Those possessing the Ayar- 
Manco statue receive a +3 to first aid 
or medicine totals 
Group Power: Life thread 
Restrictions: The possibilities within 
thestatue may notbeused foractions 
intended to bring physical harm to 
others 


Flags 


An Alertness card will reveal the 
murderous ravagon’s presence, as it 
stalksand hovers, looking fora victim. 

A Connection card means one of the 
Knights has encountered Sakrel be- 
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fore, and knows him to be a Denyer 
and an opponent of the Gaunt Man. 


Variables 


If the Knights waited too long to go 
to the train station, Zyl will be dead 
when they arrive and Sakrel and the 
other ravagon will be battling. Sakrel 
will still win and will take the Knights 
to the eternity shard. 

If the Knights refuse to believe 
Sakrel, the ravagon will state that if he 
had wished them dead, he would have 


let his fellow hunter slay them. A true 
ravagon does not believe in deception 
and complicated stratagems —he faces 
his foe and defeats him fairly. The day 
heturned away from the false prophet, 
the Gaunt Man, he became a true 
Tavagon once again. 


Perseverance 
Awards 
Award the Knights two Persever- 


ance pointif the death-dealing ravagon 
has been defeated. 
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Cut To... 


Once the Knights head for the cem- 
etery, cut to Scene Six. 


SCENE SIX: 
A Matter of Grave 
Importance 


The Situation 


Dramatic. Sakrel the ravagon has 
been using this cemetery as a refuge 
while hunting the murderous mem- 
ber of his species. Unfortunately, a 

ir of Tharkoldu techno-demons are 

unting for him, and have trailed him 
back here, 

The techno-demons were sent by 
Jezrael, High Lord of Orrorsh. She 
suspects that something peculiar is 
going on within Orrorsh, particularly 
since Thratchen has taken up residence 


he Nature of the 
Cemetery Fog 


The fog is a product of 
Orrorshan occult. It limits vis- 
ibility of the naked eye to two 
meters. From two to six meters, 
objects can be made out, but no 
details can be discerned. 

The fog diffuses light, so that 
light spellsand other lightsources 
merely illuminate the fog around 
one into a cloud of glare. 

Binoculars or other means of 
sight enhancement will reveal 
nothing but fog, nor will the Liv- 
ing Land miracle see through mist 
haveany effect here. For Knights 
with infrared, pulp powers, or 
other means of enhanced sight, 
all uses suffer a +10 to their diffi- 
culty. 

Efforts to use the Ayslish dis- 
pel magic rite to eliminate the fog 
suffer a +10 to their difficulty. 

Have the Knights make a Per- 
severance check when they first 
encounter the fog. 


in Los Angeles and has been making 
aneffortto ingratiate himself with her. 
She had sent twodozentechnodemons 
to scour Orrorsh for information on 
the possible return of the Gaunt Man. 
However, of the 24 demons sent 
out, 22 wound up at Illmound 
and were subsequently slaughtered. 
The two in Jakarta are the only ones 
left, unbeknownst to them. 
Read aloud or paraphrase: 


The cemetery is deserted at this 
time of night. The fog settles over 
you like a living thing — and in 
Orrorsh, who can say it’s not alive? 
All is quiet except for the dim back- 
ground noise of Jakartan night life, 
the excesses of people who are oblivi- 
ous to the horrors around them. These 
sounds do little to comfort you. The 
area enclosed by the wrought iron 
fence of the graveyard might as well 
be on another world. 


Give the characters a couple of 
rounds to look around, then spring 
some of the following incidents on 
them: 

1. Ashriek of aniron dooropening 
echoes around you. The exact source 
is uncertain. (Tharkoldu techno-de- 
mon looked into a crypt to find the 
ravagon.) 

2. The loud boom of an iron door 
slamming shut fills the air. Exact lo- 
cation unknown. (As above, but door 
has been closed in disgust.) 

3. A dull thud, like something 
heavy has been overturned. (A tomb- 
stone has been overturned. Do this 
one several times, mixed in with the 
other incidents.) q 

4. Have the characters generate find 
or Perception totals. On a 10, read the 
following: 


The mist parts enough so that you 
can dimly make out two winged fig- 
ures ahead of you, and one to your 
right. They seem tensed in expecta- 
tion, the one on the right has its arms 
raised above its head. 


(An evidence analysis total of 15 will 
reveal these to be three angel statues. 
However, be mean by flipping a card 
on the Drama Deck and asking for 
intentions. Seeifthey blow away statu- 
ary.) 

5. A flash of red light pierces the 
fog for a second, then winks out. 


(Tharkoldu laser sighting. Can bedone 
several times.) 

6. Whiiirrrrr....clik! Whirrrrr clik! 
(Tharkoldu servo-motors, weapons 
systems being engaged. A Tharkoldu 
or Race Storm Knight will recognize 
this for what it is — all others must 
make a Mind total of 16 to place the 
sound.) 

7. When all is quiet and the players 
are tense, scream “Roowwarrr!” and 
read the following: 

A small, four-legged thing lunges 
out of the fog and lands on the shoul- 
der of one of your number. (A fright- 
ened cat panicked and is now attack- 
ing a Storm Knight.) 


The Action 


Sakrel is waiting, as promised, for 
the Storm Knights within the cem- 
etery. Give them some time to try and 
find him, and then he will find them. 

If the Storm Knights have had the 
presence of mind to try tracking, things 
will be much easier. A tracking total of 
12 reveals clawed foot prints leading 
deep into the cemetery. If a Superior or 
better success was earned, the tracker 
can tell that there are three distinct sets 
of footprints, with two sets appearing 
similar. 

Finally, when itseems thatthe play- 
ers have had enough, read the follow- 
ing: 

The fog swirls around a huge 
winged figure, which remains com- 
pletely still. 

The fog parts to reveal a huge 
ravagon, eyes locked on you, red 
blood dripping from its claws. After 
a moment, it bows, lifts a clawed 
hand and addresses you in a deep, 
guttural voice that seems to massacre 
the very words it speaks: 

“Stormers! I am grateful you have 
come, for I have news of great import 
to you and your kind. I bring word of 
the Gaunt Man. Come forth, and ac- 
cept my word as a true follower of 
Ravok that I will not harm you.” 

A scholar (Orrorsh realm lore), scholar 
(Tz‘Ravok lore) or Perception total of 10 
reminds the Knight that ravagons fol- 
low a strict code of honor. 

If the Knights hesitate, the ravagon 


says: 


Act One 


“Come forth, I say! I do not need 
deceit to overcome the likes of you. 
But I am not here to shed your blood 
— no, I am here to save your miser- 
able lives.” 


Pause for a moment, allowing the 
party to react. Then continue: 


“The tale I have to tell is grave 
indeed. I am, as I have said, a Denyer, 
one who believes the Gaunt Man has 
deceived the ravagons into follow- 
ing his lead. Now we have learned 
that he will soon emerge from the 
maelstrom and further corrupt our 
people. The murders in this city com- 
mitted by my late brethen were part 
of a ritual glorifying his return. 

“My elders have sent me to ask 
you, who seem so successful in han- 
dling such matters, to go to Illmound 
Keep, on the island you call Borneo, 
and stop the Gaunt Man’s return! 

“It may also interest you to know 
that the disappearances of stormers 
from this place a month ago was the 
act of ravagons loyal to the Gaunt 
Man. They have imprisoned the 


stormers in the dark under-dungeons 
of Illmound as a gift for the Gaunt 
Man whenhecomes outofthestorm!” 


Allow the Knights to react. If they 
seem uncertain of their ability to stop 
the Gaunt Man, have Sakrel point out 
that he knows the story of how the 
High Lord was trapped in the mael- 
strom. As the Knights have an eternity 
shard (the statue), they have merely to 
use it on him as he emerges to thrust 
him back into the storm, at least for a 
short time. 

If the Knights want Sakrel to come 
with them, he will agree. (See the box 
below, “Gamemaster Characters and 
the Gaunt Man.”) If the Knights sim- 
ply want the ravagons to handle the 
situation, Sakrel will explain that 
ravagons are skilled in combat, but 
not stealth and deceit. And both of 
those things will be needed to pierce 
the stronghold of the Gaunt Man 

Once something of a consensus has 
been reached, have the Knights gener- 
ate Perception or find totals. On a 10, 
they hear two figures approaching. 


Read the following: 


“You are going nowhere, lizard!,” 
a harsh metallic voice crackles. “Our 
lady Jezrael would have words with 
you about the Gaunt Man and his 
return!” 

Through the mists, you see two 
huge, winged hulks advancing on 
your group. Small chains and other 
adornments dangle and glisten on 
their dark skin, as small points of 
yellow, red, and white light, no doubt 
from cybernetic enhancements, shine 
coldly. 

One of the two turns to yourgroup. 
“Stay where you are, meat! Once we 
neutralized our friend here, we have 
questions for you!” 

With a mechanical hiss, the two 
techno-demons advance on the 
ravagon, who girds himself for battle. 


The Knights have a few options 
here. They can fight alongside the 
ravagon against the Tharkokdu; they 
can stand around and wait their turn; 
or they can run, in which case one of 
the techno-demons will pursue them. 
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Left to themselves, the techno-de- 
mons will beat the ravagon uncon- 
scious in three rounds, The Tharkoldu 
will then attempt to interrogate the 
Storm Knights to find out what they 
know, then kill half their number. The 
other half will be rendered uncon- 
scious and taken, along with the 
ravagon, back to Los Angeles. 

If the Knights defeat the techno- 
demons and successfully interrogate 
one, it will reveal that Jezrael sent a 
dozen pairs of techno-demons to 
Orrorsh to find out about the Gaunt 
Man’s return. It does not know the fate 
of any of the other teams. 


Techno-Demons (2) 
Doan TA on 10 
weapons 14, fire 
ve ih flight 15, melee weap- 
ons 12, missile weapons 12, pain 
ms 13, stealth 11, unarmed 
combat 15 
STRENGTH 16 
Lifting 18 
TOUGHNESS 16 (21) 
PERCEPTION 10 
Alteration magic 13, divination 
magic 13, find 14, first aid 11, land 
vehicles 12, tracking 14, trick 12 
MIND 11 
Apportation magic 14, conjuration 
magic 14, test 15, willpower 15 
CHARISMA 9 
Persuasion 11, taunt 13 
SPIRIT 11 
Faith (Tharkoldu Evil) 16, intimi- 
dation 16, reality (Tharkold) 16 
Possibilities: 15 
Arcane Knowledges: folk3,entity3, 
inanimate forces 2, living forces 2 
Spells: pop, monkey form, prismatic 
alteration, telekinesis, silence, weakness 
Natural Tools: teeth, damage value 
STR+2/18; non-cyber talons, damage 
value STR+3/19; wing strike, unarmed 
combat to hit, damage value STR+7/ 
23; wings, speed value 10. 
Equipment: Nanocord; hand 
mount with agonizer; Killseeker, +1 to 
ranged attacks, +2toranged weapons; 
interdermal plate, armor value 
TOU+5/21; cyberwings, +3 to push 
with flight and lifting value when fly- 
ing; life cyber. cyber value: 17; Res-14 


When your Kni; find out 
what it is they are supposed todo 
in this adventure, may well 
want to go hide under the bed 
until it’s over. Or, at least, they 

t want to find some help. 

is perfectly all right. Feel 
free to bring old gamemasterchar- 
acters you’ ve generated, newones, 
or some of the entries from the 
Torg Character Collection book. 
Maybe your characters will want 
to call on Mystery Men they've 
met, or contact the Guildmaster 
foraid. Keepit within reason (don’t 
let them borrow a reality bomb 
from Dr. Mobius, for example), 


Variables 


If the Storm Knights flee the battle 
scene, one Tharkoldu will go after 
them. If the Knights elude him, the 
Tharkoldu will reappear later in the 
adventure (at the most inopportune 
time) and attack the Knights. 


Flags 


A Nemesis card means one of the 
Tharkoldu will become a blood en- 
emy of one of the Kni and vow to 
slay him at some point in the future. 


Perseverance 
Awards 


Award the Knights three Persever- 
ance points for surviving this scene. 


Awards 
Storm Knights that survived the 


Act gain four Possibilities. If they saved 
Cnn arig Po aa an esita tng 
both techno-demons 


a amemaster Characters and the Gaunt Man 


aipat 


Wh are we being 
ranimous? Wel, many homie 


Sog apais OF hapiy dar: 
acters. This saves some wearand 
tear on your Knights, lets 
spring some of the nastier tray 
just for fun, and sees to it that 
players sweat (as they should in 
this adventure). 


Cut To... 


When the Knights are ready to head 
for Illmound Keep, cut to “Interlude” 
and then begin Act Two. 


INTERLUDE: 
Getting There Isn’t 
Half the Fun 


In order to participate in Act Two, 
the Knights must travel from Jakarta 
on the island of Java to Illmound Keep 
in Borneo. This requires the heroes to 
travel across the Java Sea. 

The Knights may choose to either 
fly or take a boat. Note that the is 
in an Orrorshan pure zone, so 
planes will cease to te above it. 

Gamemasters should feel free to 
throw an Orrorshan monster at the 
party while they are in transit. This 

‘issent by the Gaunt Manin order 
to “soften up” the heroes. 

Note that if the players go by boat, 
they will have to travel overland to 
reach Illmound. The trek through the 
j should be filled with tension 


Possibilities. If the hints of danger. 
laser, damage value25,ammo50, range were slain, add an extra three Possi- As far as knowing w! fllmound 
3-50/100/200 bilities to the award. Keep is, once the characters have re- 

solved to go there, they will know the 
way instinctively. 
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Act Two 


Act Two 


Invitation to 
Ilmound 


The Major Beat 


This entire act takes place in 
Illmound Keep and its environs. Each 
Standard scene deals with a different 
area of Illmound, culminating with a 
dramatic tea party hosted by none 
other than the Gaunt Man himself. 

Please keep in mind when running 
this act that the Knights are in an 
Orrorshan pure zone. They cannot 
cause contradictions unless they first 
raise a reality bubble around them- 
selves. 

The Knights will be called upon to 
make many Perseverance checks dur- 
ing this act. Any Martyr cards will be 
taken the first time the Knights fail a 
check. 

Note that Illmound Keep is situ- 
ated ona highrocky promontory, with 
only one path giving access. 

The Keep’s walls have a Toughness 
of 25, ignoring all results except for 
wounds, and will regenerate at the rate 
of one wound level per round. When 
wounded, the walls scream and ooze 
reddish-black ichor, which intimidates 
the viewers with a value of 15. The 
first time the Knights see this, drop 
their Perseverance by one point and 
have them make a check. 

The entire Keep radiates occult 
magic. Attempts at detection will get 
readings of equal intensity every- 
where. 

Occasionally, with especially trig- 
ger-happy visitors, other phenomena 
will manifest themselves to visitors. 
Gamemasters should select from the 
following list: 

1, A fanged mouth appears on a 
wall, and takes a bite out of a Storm 
Knight. The mouth has an unarmed 
combat value of 12, a Toughness of 20, 
and its teeth do damage value 15. The 


mouth is not possibility-rated, 

2. A door slams shut further down 
the hallway. 

3. The floor under one Knight be- 
gins to melt, requiring her to generate 
a maneuver or Dexterity total of 10 to 
avoid it, Failure means the Knight falls 
into the ooze. A Strength total of 12 is 
required to pull oneself out again. A 
Strength total of 10 is needed to pull 
someone else out. The ooze does dam- 
age value 15 per round. 

4. A doomed, wailing soul flies 
screaming past the Knights, The spec- 
tre has an intimidation value of 15. 

Doors can vanish and appear, corri- 
dors and walls can be rearranged, all 
at the Gaunt Man’s will. He always 
knows the locations of any living be- 
ings in his Keep. Locked doors cur- 
rently have a difficulty of 11 to pick 
(after all, the Gaunt Man wants to 
make it easy for the Knights to get 
around). 

TheGaunt Man hasa groupofStorm 
Knight zuvembies working at 
Illmound as a staff. They will not ini- 
tiate combat, but will fight tothe death 
if attacked. 


Zuvembie 
DEXTERITY 8 
Dodge 9, melee weapons 9, stealth 
10, unarmed combat 10 
STRENGTH 20 
Climbing 22, lifting 23 
TOUGHNESS 20 
PERCEPTION 1 
Trick (25) 
MIND 1 
Test (25) 
CHARISMA 3 
SPIRIT 10 
Faith (Orrorshan evil) 13, intimida- 
tion 11 (15) 
Possibility Potential: none 
Powers: up condition (inside 
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Illmound), attack form resistance (fire- 
arms). 

Corruption Value: 15 

Fear Rating: 1 

Perseverance DN: 12 

Weakness: fire (stymie) 

True Death: beheading 


If there are truly obnoxious Storm 
Knights who enjoy going from room 
to room, destroying the contents, do 
the following: 

When a room is destroyed and the 
Knights are about to leave it, those 
who aided in its destruction feel odd 
and sick. They are being attacked by 
an occult ward in the room, with an 
effect value of 18 directed at their 
Toughness. They may actively resist 
using their Toughness attribute. If the 
spell issuccessful, they taketwo points 
of shock damage. This physical en- 
ergy is then used to reconstruct the 
toom. Repair takes place in fast mo- 
tion before the amazed viewers’ eyes, 
until it is in the exact same condition it 
was when the party first entered it. 


SCENE ONE: 
Grounds for 
Insanity 


The Situation 


Standard. This scene covers the 
entry to Illmound Keep, featuring a 
glimpse of the maelstrom bridge, a 
topiary, and an evil garden, 

Read aloud or paraphrase: 

The path you are travelling on is 
made of cobblestone. An occasional 
iron pole juts out of the earth on the 
side of the road, some of the poles 
having skulls or other body parts 
mounted atop them. The path is an 
upward incline, and you see that you 
aretravellinginaratherrough,moun- 
tainous area. 

The air is thick and heavy, almost 
suffocatingly so. There is no sun- 
shine, no moonlight. The sky above 
you appears to be a perpetual storm, 
with red and blue lightning arcing in 
impossible paths across the sky. The 
very clouds seem to roil and shape 
themselves into grimacing faces. 
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At long last, the path ends, and 
you find yourselves at a four meter 
high stone wall with a rusted iron 
gate. Beyond the wall, rising like an 
ancient monolith of unfathomable 
wickedness, is an old crumbling edi- 
fice. 

Behind thestructure,a huge bridge 
arcs towards the stormy, restless heav- 
ens. The bridge appears to be made 
of screaming, writhing bodies of men, 
women, and children, mortared to- 
gether with a sickly red paste. 

To your left, great craggy moun- 
tains rise up. By the looks of them, 
they are impossible to climb, espe- 
cially in this weather. To your right, 
the ground eventually stops at a 
cliffside, with a drop of hundreds of 
feet, 

The wind whips and howls as a 
black rain soaks you. The demon 
wind carries the screams to your ears, 
making it seem that the sources are 
much closer to you. 

In the windows of the Keep, fig- 
ures occasionally flit by, silhouetted 
by either blood red or sickly green 
illumination. 

A loud shriek fills the air as the 
rusted front gate swings away from 
you, bidding you “enter freely, and 
of your own will.” 


There is an occult ward set up to 
make Storm Knights from different 
cosms have different perce; ine aa of 
what Illmound looks like. 
value is 20, and is used as an vattack" 
on each Knight's Perception. 

Use the following list and give each 
player whose Knight was successfully 
“attacked” a note with how they view 
the Keep. 

Orrorshan/Core Earth: A huge 
stone Victorian manor house (this is 
also the way it really looks). 

Ayslish: An ancient castle made of 
black stone. 

Nile Empire: An Egyptian-style 
temple with great columns and statu- 
ary, all made of obsidian. 

Nippon: A huge Japanese-style pa- 
goda, all in white (Japanese color of 
mourning). 

Cyberpapacy: A huge black cathe- 
dral with gargoyles flitting around the 
battlements. 

Akashan: An Aztec temple covered 
with vines and tentacles. 

Living Land/Land Below: A huge 


castle made of bleached bones and 
vines. 

Tharkoldu: A two-story black house 
of modern design, with flashing lights 
in the windows, and winged shapes 
flitting around the roof. 

As these perceptions are illusions, 
they can be disbelieved with a Mind 
total of 21. 

Scaling the wall requires a climbing 
total of 8. Scaling the cliffs requires a 
climbing total of 12, with a failure caus- 
ing the Knight to fall 30 meters on to 
jagged rocks. (Use the falling rules on 
page 52 of the Torg Rulebook to deter- 
mine damage.) A Dexterity total of 9 
allows the Knight to catch himself be- 
fore he falls. 

If the Knight fails to catch himself 
and does fall, an acrobatics total of 15 
will halve the damage suffered. 


The Topiary 


Once the party has gone through 
the gate (see Map 5), the first area of 
interest is the topiary. This consists of 
a huge lawn with various large bushes 
sculpted to resemble ghouls, mis- 
shapen animals, gargoyles, and the 
Carredon. 

The bushes will animate and 
shamble towards the party, attacking 
them once they are in range. Have the 
party make a Perseverance check. 


Topiary Terrors (two per Knight) 

DEXTERITY 8 

Stealth 11, unarmed combat 10 

STRENGTH 12 

TOUGHNESS 12 

PERCEPTION 8 

Find 12, track 12, trick (15) 

MIND 6 

Test of will (20) 

CHARISMA 5 

Taunt (20) 

SPIRIT 10 

Intimidation 14 

Possibility Potential: None 

Natural Tools: claws, damage value 
STR+4/16; blood-draining thorns, 
damage value 18 

Powers: regeneration, attack form re- 
sistance (fire and ice). 

Corruption Value: 18 

Fear Rating: 1 

Perseverance DN: 12 

Weakness: Pure water (severe) 

True Death: Bright light, sunlight 


RD 


Description: Topiary terrorscangrab 
an t in a bear hug, then use 
their to drain the victim's blood. 


The terror must make a successful un- 
armed combat attack to grab its oppo- 
nent,causingatleastawound.Thethorns 
thencomeinto play, value 
18 per round. A Si total of 12 is 
required to free oneself from a topiary 
terror. 

Once the victim is emptied of blood, 
heisrooted tothe spot, transformed into 
a bush version of his former self, dead. 

Splashing one of these horrors with 

water causes da: equal to the 
Spirit or the faith of the attacker. Inorder 
to truly kill a topiary terror, it must be 
exposed to sunlight or bright light on 
the same round its wound level indi- 
cates death. 


Gospog Garden 


This huge garden of gospog encircles 
the Keep. Gospog are grown here, notas 
guards, but as terrors to be released on 
Indonesia. It is possible for the Knights 
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to skulk by without being seen, if they 
can generate three successful stealth to- 
tals against the gospog’s find values, 
Nien describing hor 
gamemasters should imply that 
seem to be hundreds of This is 
atrickoftheshadowsaround , 


as well as just a general feeling, sur- 
rounded asthe Knightsareby the gospog 
fields. 


Gospog of the First Planting (24) 
‘See page 90 of the Torg Rulebook. 


Gospog of the Second Planting (10) 
See page 102 of the Orrorsh source- 


The Gardener 
An edeinos zuvembie, missing one 


zuvembie stats). It wields a sickle, dam- 
age value STR+4/24. 


Scavenger Hunt 


Anyone generating a find or Percep- 
tion total of 12 will discover a severed 
techno-demon head. Thereare 14such 
heads scattered in the underbrush of 
the courtyard, as well as a few limbs. 

A Knight who generates a cybertech 
total of 18 can salvage a Tharkoldu 
cyberneticsystem from the head. There 
should be no more than ten salvage- 
able cybernetic systems, no two ali 
The most common will be cybernetic 
eyes and ears, chipholders, and 
SpellChips. 


Perseverance 
Awards 


Award the Knights three Persever- 
ance points for making it through this 
scene. 
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Cut To... 


Once the Knights have cleared the 
gardenand madeitto Ilimound’s front 
door, cut to Scene Two, “Playing for 
Keeps.” 


SCENE TWO: 
Playing for Keeps 


The Situation 


Standard. The Knights enter 
Ilimound Keep and get the chance to 
explore the ground floor. 

Keep in mind that, at any time, the 
characters may decide to move from 
one floor toanother without exploring 
thoroughly. Be prepared to shift to the 
appropriate scene should this happen. 

Read aloud or paraphrase: 


Finally, you stand at the front door 
of Illmound Keep. It is made of ma- 
hogany with verdigris-covered fit- 


i 


tings. The door swings open silently, 
as if welcoming you. 

When the party enters, the door 
does not slam shut. It simply disap- 
pears, only to be replaced by a stone 
wall. If any of the Knights should turn 
around, they will see no evidence that 
a door ever existed. 

Subtract one Perseverance point and 
have the Knights make a check. 

Should the Knights attempt toblast 
their way out, see the notes on the 
Keep’s walls under “The Major Beat,” 
above. 


The Action 


The Storm Knights now find them- 
selves alone on the ground floor of 
Ilimound Keep. Consult Map 6 while 
they explore this area. 


Tower Rooms 


Each of these eight rooms is ex- 
actly alike. It consists of a square cham- 
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ber with two windowsand a door that 
can be deadbolted 

The rooms each contain four chairs, 
flowers, and an empty casket. The 
rooms are decorated in black bunting, 
(Ifa Storm Knight dies in IIlmound, he 
will appear in one of these coffins, 
ready for burial.) 


Dining Room 


This room contains an oak table 
and 24 chairs. Expensive china and 
silver settings stand in large cabinets 
Two hugesilvercandelabra, each with 
six candles, stand upon the table. A 
rhythmic thud comes from the north- 
ern door (in the kitchen). 


Kitchen 


The kitchen has the strong smell of 
dead bodies. There are various cook- 
ing utensils, a huge cast iron stove 
(coal-fired), and a sink with a water 
pump. 

A ninja zuvembie, with half of his 
face destroyed, is hitting a dwarven 
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corpse withacleaver. Some of the ninja’s 
own entrails are also getting chopped. 
Lower Perseverance by one and have 
the Knights make a check. 

The far end of the kitchen contains 
a walk-in meat locker, kept magically 
cold. Hanging from hooksare dressed 
torsos of humans, dwarves, and 
edeinos, plusa few unidentifiable crea- 
tures. 


Chessroom 


The floor of this room is laid out in 
black and white marble blocks, resem- 
bling a huge chess board. Lined up, 
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ready to play, are chess pieces. The 
pieces range from 1.25 to two meters 
in height, and are moved by verbal 
command. 


Room of Hanging Heads 


This room is pitch dark and very 
chilly. Suspended from the ceiling are 
a series of severed heads, formerly 
belonging to those who crossed the 
Gaunt Man in the past. Have the 
Knights make a Perseverance check. 

When the party reaches the turn in 
the room, the doors disappear and the 
heads begin a hideous keening (in- 


timidation attack, damage value 20). 
Anyone approaching a head gets bit- 
ten by it. The heads will keen until the 
party isdead orall headsaredestroyed. 


Keening Heads (12) 

DEXTERITY 1 

Unarmed combat 8 

STRENGTH 6 

TOUGHNESS 4 

PERCEPTION 4 

MIND 2 

CHARISMA 1 

SPIRIT 7 

Intimidation 14 

Possibility Potential: None 

Power Rating: 0 

Corruption Value: 10 

Fear Rating: 2 

Perseverance DN: 12 

Weakness: Religious hymns sung 

loudly 

True Death: Any miracle that causes 

damage. 

Natural Tools: fangs, damage value 
STR+3/9 

Description: The heads are from 
recent victims of the Gaunt Man’s 
sweeps. They will even speak to 
people, using rudimentary memories 
of the deceased. Nasty gamemasters 
may make one or two heads “late” 
friends of a Storm Knight 


Art Gallery 


A total of 23 portraits hang on the 
walls of these corridors. Each portrait 
depicts a different horror of Orrorsh, 
attacking and dismembering helpless 
victims. The horrors depicted come 
from the Orrorsh sourcebook. 

a= amphid, b= bone golem, 
hthon, d=disembodied hand (4), 
e=faceless one, f=gospog first plant- 
ing, g=gospog second planting, 
h=gospog third planting, i=gospog 
fourth planting, j=gospog fifth plant- 
ing, k=ghoul, l=other, m=ravagon, 
n=ravagon veteran, o=chosen 
ravagon, p=shaden, q=shadow, 
karth, s=succubus, cubus, 
ampire, v=werewolf, w=zombie, 
x= zuvembie 

The paintings are immune to all 
forms of attack. Each painting has an 
occult ward cleverly worked into the 
detail of the frames. The first attack on 
any given painting elicits no reaction. 
Asecond attack results in an intimida- 
tion attack (value20) against the would- 
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Upper Floor 

. Guest rooms 

. Observatory 

. Hall of Mirrors 

. Gaunt Man’s 
bedchamber 

. Personal study 

. Situation room 

’. Gate room 

. Heketon 

. Basjas 

. Tea room 
Mirror over 
doorway 
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Ground Floor 


1. Tower room 
2. Dining room 
. Kitchen 
|. Chessroom 
. Hanging heads 
. Art gallery 
. Fear exhibit 
(stairs up only) 
. Library 
|. Greenhouse 
|. Meeting Hall 
. Stairs 
(stairs down 
only) 
@ Statue 
Hanging head 
Killer vine 
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be vandal(s). A setback result or better 
puts the vandal(s) in the painting, 
where he is attacked by the creature. 

If the Knight wins, he is free, unless 
he strikes the picture (or another one) 
again, whereupon the process repeats 
itself. If he loses, he is part of the 
picture forever, experiencing the eter- 
nal pain of the death blow. 

A Knight in a portrait cannot be 

by those outside. Further at- 

on the painting by those outside 

have no effect. No one else is drawn 

into the portrait; only the one who 

initiated the damage. All portrait crea- 
tures are possibility-rated. 

The first instance of a Storm Knight 
entering the painting makes the group 
lose a Perseverance point. Have the 
group generate a Perseverance total. 


Fear Exhibit 


This marble circular chamber has 
a big spiral stairway leading up to the 
second floor. The ceiling is 20 meters 
high, and is a dome showing a starry 
night sky, with an angel of death and 
an hourglass as constellations. 

There are twelve statues in the 
chamber. Each one represents a differ- 
ent fear. Anyone who touches a statue 
is attacked by a madness spell (effect 
value 15) and suffers from the fear 

ited by the statue for the dura- 
tion of the spell (one hour). 

1. A woman covered in spiders: 
arachnophobia 

2. A child drowning: hydrophobia 

3. A man crouched inside a very 
small cage: claustrophobia 

4. A man with a lantern: 
nyctophobia (fear of night) 

5. A vean being PaaS Or 8 
pair of arms coming out of a grave: 
necrophobia (fear of death) 

6. A man impaled on a tree: 
dendrophobia (fear of trees) 

7. A falling child: acrophobia (fear 
of heights) 

8. A man getting his eyes clawed 
out by a cat: ailurophobia (fear of cats) 

9. A woman being attacked by an 
axe-wielding male: androphobia (fear 
of male strangers) 

10. Aman being attacked by a knife- 
wielding female: gynephobia (fear of 
female strangers) 

11. A man bleeding profusely from 
multiple slash wounds: hematophobia 
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(fear of blood) 

12. A woman being devoured by a 
man-eating plant: botanophobia (fear 
of plants) 

Once the victim has been given the 
fear, whenever he encounters the ob- 
ject of fear, he suffers an intimidation 
attack (value 15) per round until the 
object is removed. 

The statues have a Toughness of 30. 


Library 

This huge room has bookshelves 
from floor toceiling on thenorth,south, 
and west walls. Thereare several desks 
and stuffed chairs. 

The research skill may be used here 
toanswer any occult question, exclud- 
ing the weaknesses and True Deaths 
of Orrorshan horrors, members of 
Hellion Court, Nightmares, and the 
Gaunt Man hi . A research total of 
12 must be rolled to look up one entry, 
and each attempt takes 20 minutes. 

The shelves also contain copies of 
all spells from Pixaud’s Practical 
Grimoire (obtained some time ago from 
the Gaunt Man’s lieutenant, Angar 
Uthorion), plusall Orrorshan 
research total of 6 or a find total of 12 is 
needed to find any one spell. Each 
attempt takes 10 minutes. 


Greenhouse 

Visibility in this large room is lim- 
ited to five meters, due to heavy mist. 
Theairis hot and humid. Things rustle 
ominously, There are huge glass win- 
dows in the northern bay area. The 
mistissimilar tothe mistin the Jakartan 
graveyard (Act One, Scene Six). 

Plants of all varieties grow here, 
including a species of vine growing as 
marked on the map with a tinted 
square. These vines will snake outand 
attack Storm Knights, always taking 
the last one in line so as not toalert the 
others. The vines always attempt a 
vital blow to the mouth, in hopes of 
muffling any screams from the victim. 
Once the vine scores a wound or better, 
it will hold the victim fast and con- 
strict, all the while dragging the victim 
back to its trough. A Strength total of 
12 is required to break free of the vine. 
Killer Vine 

DEXTERITY 12 

Stealth 20, unarmed combat 16 


STRENGTH 12 
TOUGHNESS 12 


Taunt (12) 

SPIRIT 6 

Possibility Potential: none 

Power Rating: 0 

Corruption Value: 10 

Fear Rating: 1/2 

Perseverance DN: 8 

Weakness: Any form of darkness 
(stymie) 

True Death: None 

Description: The vines sharea form 
of telepathy. Their sensory organs are 
on their flesh. 


Meeting Hall 


This gorgeous room is lit by a huge 
chandelier. It is dominated by a large 
oak table, carved and polished to per- 
fection, There are seven seats around 
it: a huge bone throne at the head; a 
replica of the papal throne of St.Peter; 
an ultramodern steel and fiberglass 
chair; a wooden throne carved in the 
shape ofa dragon head;a marble chair 
carved with Egyptian hieroglyphs; a 
chair of bones intertwined with vines 
and thistles;a metal throneintheshape 
of a demonic head. 

This is the room the High Lords 
were meant to use for discussion of the 
proses of the invasion of Earth. It 

not been used yet, at least not with 
all High Lords present. 


Going Down? 


The door to the northeastern tower 
room (area 11) is locked (lock picking 
total of 11). Within are stairs leading 
down to the dungeon. 


Flags 


An Alertness card played in the 
will tip off the Knights 
about the deadly vines, and allow the 
characters to take the initiative. 
An Idea card played in the meeting 
room will reveal that chamber’s pur- 
pose. 
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Variables 


The Knights may attempt to climb 
the walls of the Keep in order to enter 
througha window. All the windowsare 
barred, requring a Strength total of 20 to 
open. 

The roof of Illmound is a gabled, 
shingled affair with no means of entry 


Perseverance 
Awards 


The Knights are awarded one Per- 
severance point for making it into the 
Keep. Dealing with the kitchen, room 
of the hanging heads, art gallery, and 
the greenhouse results in two addi- 
tional Perseverance points for each. 


Cut To... 


If the party decides to go to the 
second floor, cut to Scene Four, 


“Mounting Fear.” If they make their 
way down to the dungeons, cut to 
Scene Three, “Descent Into Madness.” 


SCENE THREE: 
Descent into 
Madness 


The Situation 


Standard. This is the catacombs 
level of Illmound Keep (see Map 7). 
There is nothing crucial to the plot, 
though there are prisoners to rescue. 

Read aloud or paraphrase: 


A set of marble stairs leads down- 
ward into the gloom. Moans and 
screams of anguish drift from below. 


Guard Room 


The floor is covered in what seems 
to be a knee-high layer of bones and 


body parts of all types. The walls are 
covered with goo, the remains of hu- 
mans ripped apart and hurled at the 
walls with great force. Every once ina 
while, the layer of bones shifts, as if 
things were moving underneath it. 

There are several disembodied 
handscrawling under the bones (bones 
provide high concealment for the hands). 
The pit is actually four meters deep. 
There is a stone walkway, covered 
with a meter-deep layer of bones and 
viscera. The walkway cannot be seen; 
it must be probed for. 

Finding the walkway requiresa find 
or Perception total of 16 every two 
meters. If the Knights are using an 
object such as a sword, staff, or rifle to 
prod and poke, the find total required 
is 12. Do not prompt the players! Let 
them declare that they are searching. 


Disembodied Hands (15) 
DEXTERITY 12 
Dodge 15,stealth 16, unarmed com- 
bat 16 
STRENGTH 14 
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Climbing 15 

TOUGHNESS 13 

PERCEPTION 9 

Tracking 13 

MIND 8 

CHARISMA 6 

SPIRIT 8 

Faith (Orrorshan evil) 12 

Additional Skills: one at +2 adds 

Possibility Potential: some (40) 

Power: blur form 

Corruption Value: 12 

Fear Rating: 1 

Perseverance DN: 10 

Weakness: None 

True Death: Reattached to body 
where the hand came from. 


Note that if the party finds the path, 
the hands will still try to attack, spe- 
cifically grabbing the Knights by the 
heels and dragging them off the path. 
Drop the Knights’ Perseverance by one 
and have them make a check. 

Knights in the pit suffer a +2 to the 
difficulty of all physical attacks due to 
the shifting bones. 

Climbing totals of 12 are required to 
climb out of the pit. 


Corridor of Darkness 


This corridor is shrouded in occult- 
generated darkness and the air bears 
an unnatural chill. Only Orrorshan 
horrors are capable of seeing through 
this blackness. 

A Perception or find total of 9 indi- 
cates that the screamsare coming from 
somewhere down the corridor. 

Non-magical mundane forms of il- 
lumination (torches, flashlights) donot 
work. Spells or miracles that produce 
light have their difficulty increased by 
+12. Only cybernetics and other such 
devices that use infrared will be able 
to cut through the darkness (bear in 
mind that since this is an Orrorshan 
pure zone, a reality bubble will be 
needed for such devices to work). 


Cells 


Each cell has an iron door with a 
lock picking difficulty 15 lock. The cells 
haveno furniture, only a heapofstraw. 

The following cells are occupied: 

A: Unjay Arit, a female Akashan 
Monitor. All of her equipment has 
“died.” She does not have the 
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Comaghaz virus. She came to Orrorsh 
to attempt to verify rumors of the 
Gaunt Man’s return, 


Unjay Arit 

DEXTERITY 10 

Biotech weapons 14, dodge 11, en- 

ergy weapons 14, maneuver 14, 

melee weapons 14, unarmed com- 

bat 15 

STRENGTH 10 

TOUGHNESS 10 

PERCEPTION 9 

Find 13, language 10, psionic ma- 

nipulation 10, track 13, trick 10 

MIND 8 

Psionic resistance 9, survival 9, test 

12 

CHARISMA 7 

Persuasion 8, taunt 11 

SPIRIT 9 

Faith (Akashan) 10, intimidation 11, 

reality (Star Sphere) 11 

Possibilities: 1 

Psionics: Mind probe, psi scram- 
bler. 

Alignment: Coar 

Equipment: none 

Description: Unjay is very head- 
strong, and irritated that the High 
Council has not acted swiftly in deal- 
ing with the Gaunt Man. 


B: Private Oscar Sampson, of Her 
Majesty's 7th Regiment. 


Pvt. Oscar Sampson 
DEXTERITY 9 
Dodge 11, fire combat 11, maneuver 
10,melee weapons 10, unarmed com- 
bat 


SPIRIT 8 

Faith (Sacellum) 9, reality (Orrorsh) 

10 

Possibilities: 2 

Equipment: none 

Description: Sampson is a loyal Vic- 
torian, trying to keep a stiff upper lip 
through all of this terror. 


C: Tara, a pretty human female. Ac- 
tually, a techno-demon using the mon- 
key form spell. This demon was one of 
the ones sent by Jezrael to scout out 


Orrorsh. Occult runes on the door keep 
the demon in the cell. 

Once the door is opened, the ritual is 
broken. Tara will maintain her monkey 
form until it becomes absolutely neces- 
sary to transform. Once free of 
Ilmound’s environs, she will reward 
her rescuers by ripping them open. Her 
cover story (as Tara) is that she is from 
Los Angeles, and was here to spy on 
Orrorsh for the Race, as well as to moni- 
tora large flight of techno-demons that 
entered Orrorsh just before her. 


Tarek Bor of the Hezerah-Thev 
Pride 
DEXTERITY 10 
Dodge 14, energy weapons 14, fire 
combat 12, flight 15, melee weapons 
12, missile weapons 12, pain weap- 
ons 13, stealth 11, unarmed combat 


TOUGHNESS 16 (21) 

PERCEPTION 10 

Alteration magic 13, divination magi 

13, find 14, first aid 11, land vehi 

12, tracking 14, trick 12 

MIND 11 

Apportation magic 14, conjuration 

magic 14, test 15, willpower 15 

CHARISMA 9 

Persuasion 11, taunt 13 

SPIRIT 11 

Faith (Cult of the Dominant) 16, in- 

timidation 16, reality (Tharkold) 16 

Possibilities: 3 

Arcane Knowledges: folk 3, entity 3, 
inanimate forces 2, living forces 

Spells: Monkey form, pop, prismatic 
alteration, telekinesis, silence, weakness 

Natural Tools: teeth, damage value 
STR+2/18; non-cyber talons, damage 
value STR+3/19; wing strike, unarmed 
combat to hit, damage value STR+7/23; 
wings, speed value 1 

Equipment: Nanocord; hand mount 
with agonizer; Killseeker, +1 to ranged 
attacks, +2 to smart weapons; inter- 
dermal plate, armor value TOU+5/21; 
cyberwings, +3 to push with flight and 
lifting value when flying, life cyber, 
Cyber value: 17 


D. Izumi Nakaharu, a Nippon ex- 
ecutive. His mind has snapped since 
his arrival at Illmound and he is com- 
pletely paranoid. He will makea break 
for it the minute the Knights release 
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him, and probably meet some hideous 
fate somewhere in the Keep. 


Izumi Nakaharu 
DEXTERITY 9 
Dodge 11, fire combat 10, maneu- 
ver 10, unarmed combat 10 
STRENGTH 8 
TOUGHNESS 8 
PERCEPTION 11 
Disguise 12, evidence analysis 14, 
find 13, language (English) 15, trick 
14 
MIND 12 
Business 16, test 13 
CHARISMA 10 
Persuasion 11, taunt 11 
SPIRIT 10 
Intimidation 12, reality (Nippon 
Tech) 14 
Possibilities: 2 
Equipment: none 


E: Mike Brick, a Spartan from Texas. 
Mike was sent by the Delphi Council 
to get information on the Gaunt Man’s 
impending return. 
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Mike Brick 


DEXTERITY 10 

Fire combat 13, melee weapons 12, 
missile weapons 11, stealth 11, un- 
armed combat 14 

STRENGTH 10 

TOUGHNESS 11 

PERCEPTION 9 

Air vehicles 11, find 12, land ve- 
hicles 12, language 12, scholar 
(American sports legends) 15, 
scholar (American action-adven- 
ture movies) 14, trick 12, water ve- 
hicles 11 

MIND 9 

Survival 12, test of will 12, will- 
power 12 

CHARISMA 9 

Persuasion 11, taunt 12 

SPIRIT 8 

Intimidation 14, reality (Core Earth) 
9 

Possibilities: 1 

Equipment: Dark glasses 


With the exception of “Tara,” the 


prisoners are all broken in spirit. Per- 


suasion attempts will have to be made 
on each to rouse them from their stu- 
por. 

The following can be found out from 
the prisoners (except Tara) 


* They do not know how long they 
have been here. 
* They do remember when they were 
taken, and the dates correspond to 
between a month and five weeks ago 
* Ravagons captured them. 
* They have been subjected to brutal 
experiments by a tall, thin fellow in a 
black mask and a white lab coat 
Asareward forrescuing them, some 
of the prisoners may teach the Storm 
Knights their skills. Note that they will 
have to be somewhere safe to do this 
l.e., away from Illmound Keep). 


Torture Chamber 


In here is every torture device 
known to man; whipping posts, iron 
maidens, racks, cages, iron masks, the 
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iron boot, a brazier filled with red hot 
yanamg irons, and a pendulum 


ment looks recently used, 
with ee brown and greenish yel- 
low stains. 


Operating Room 


Therearetwo operating tables, com- 
plete with straps, plus numerous old- 
fashioned | tools, bone saws, 
skull drills. Anatomical charts for hu- 
mans, edeinos, ravagons, elves, and 
Others decorate the walls, 

One table sports a dead, dissected 
techno-demon. On one wall are glass 
jars with heads, organs, bodily fluids, 
and blood specimens of humans, elves, 
dwarves, edeinos, and mummies. 

Have the Knights make a Persever- 
ance check. 


Trophy Room 


Two of Kurst’s former compatriots 
from his cosm stand near the door, in 
wolf-man shape. They are stuffed. 

Other trophies include: 

The mummified body of the real 
Lord Bryon Salisbury, done up in full 
Victorian military regalia; 

A crossed pair of unloaded Victo- 
rian dueling pistols; 

A well-preserved first edition of 
the Book of Power; 

An antique globe of Gaea; 

A three-dimensional illusion di- 
orama showing Kurst surrendering to 
the Gaunt Man; 

A non-powered Orrorshan stelae; 

A silver sacrificial dagger; 

A lock of black hair; 

Areplica of Heketon, sculpted from 
obsidian. 


Event 


While the Knights are in the trophy 
room, a Core Earth human male 
zuvembie ina waiters uniform wheels 
in several large covered platters on a 
cart, as if serving dinner. 

Under the covers are cooked hu- 
man heads, garnished with entrails, 
Drop Perseverance by one and have 
the Knights make a check. 


a 


Main Occult Lab 


This huge room reeks of chemicals. 
Atop two long stone tables are bea- 
kers, flasks, alembics, tubes, all with 
strange, exotic liquids. The work tables 
contain other implements common to 
alchemical labs: mortar and pestle, 
scales, an hourglass, specimen jars, 
bunsen burners. 

There is a full range of acids stored 
and labelled in here. Assume that there 
are 20 different containers filled with 
acid. There are six containers of vari- 
ous poisons, including arsenic and 
cyanide. 

A small bookcase lies against the 
south wall, between the doors, The 
books contain various occult rituals 
(see the Appendix on page 91). One 
volume also contains the weaknesses 
of the horrors within Illmound Keep 
— a research total of 15 is necessary to 
find the proper information, and it 
takes five minutes to read each entry. 
Feel free to toss a horror at the Knights 
if they are spending too much time 
perusing the texts. 

Against the western wall liesa large 
bank of smashed machinery. A scholar 
(Orrorshan realm lore) or Perception to- 
tal of 15 shows that this machine was 
the Gaunt Man’s infamous possibil- 
ity-sorting device, now ruined, 

An evidence analysis or Perception 
total of 14 directed at the bookcase 
will reveal that one has been used, 
site h how recently is unclear, It is 

k, apparently kept by the 
Gaunt Man, that makes reference to 
attempting to find protection against 
eternity shards. There are no dates to 
indicate when the entry was written. 
The rest of the pages are blank. 


Flags 


A Romance card means that a male 
Storm Knight falls in love with Unjay 
or Tara. If the Knight falls in love with 
Tara, the techno-demon will keep up 
her disguise for a while longer, out of 
sheer cruelty. 

A Personal Stake played by a Knight 
means that one of the prisoners is a 
friend, and their safe escape will be a 
major goal. 

An Idea card played will remind the 
Knights that, based on what they'd 


heard, the maelstrom holding the 
Gaunt Man should have been in this 
room, 

An Alertness card (or a find or Per- 
ception total of 20) will reveal a secret 
door in the north wall that leads to a 
hidden stairway. The stairway leads 
to the Gaunt Man’s chambers on the 
second floor of IIlmound. 


Perseverance 
Awards 


The Knights receive one Persever- 
int for surviving the torture 
nebo the operating room and the 
trophy room, respectively. They re- 
ceive an additional two points for 
making it ek f the pile of bones at 
the beginning of the scene. 


Cut To... 


If the party decides to explore the 
floor, cut to Scene Two, “Play- 
ing for Keeps.” If the party decides to 
explore the second floor, cut to Scene 
Four, “Mounting Fear.” 
Ifthe party decides to run out of the 
Keep screaming, remind them that the 
front door is gone. 


SCENE FOUR: 
Mounting Fear 


The Situation 


Standard. This is the top floor of 
Illmound Keep (see Map 6). Itcontains 
rooms of more personal value to the 
Gaunt Man, plus the chance to meet 
the High Lord of Orrorsh himself. 


Guest Rooms 


Each of these rooms are the same: 
a four-post bed, a dresser, kerosene 
lantern, a washbasin, and a chamber 
pot. These rooms are for when guests 
drop by. 

If the Knights visit a guest room, a 
female elf zuvembie, clad in a maid's 
uniform, staggers into the room and 
begins to turn down the bed. Then, in 
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a disgusting parody of the stereotypi- 
cal amorous chambermaid, the 
zuvembie begins to attempt to seduce 
a male Storm Knight. 


Observatory 


This chamber contains a huge brass 
telescope and a domed ceiling. The 
ceiling cannot be opened —rather, the 
telescope has the occult ability to see 
through solid objects. The dome’s in- 
terior is painted black, with small 
points of light and lines, representing 
constellations of an hourglass, an an- 
gelofdeath,a heart, a book, a werewolf, 
and a ravagon. 

The mirror marked “W,” if looked 
at, triggers an occult ward (value 25) 
that transports the viewer to mirror 
“A” in the Hall of Mirrors. The “X” 
mirror does nothing unusual. 

Flitting around the top of the tele- 
scope are a trio of gargoyles, loudly 
screeching, “Lift your voices and sing 
praises to the Nameless One, for the 
Lord of the Keep has risen again!” 

The gargoyles then power-dive at 
the Knights and attack. 


Gargoyles (3) 

DEXTERITY 12 

Acrobatics 14, dodge 17, flight 15, 

maneuver 15, unarmed combat 16 

STRENGTH 14 

Lifting 16 

TOUGHNESS 20 

PERCEPTION 11 

Find 15, tracking 15, trick 16 

MIND 10 

Test 12 

CHARISMA 8 

Taunt 17 

SPIRIT 12 

Faith (Orrorshan evil) 14, intimida- 

tion 16 

Possibility Potential: none 

Natural Tools: fangs, damage value 
STR+4/18; claws, damage value 
STR+6/20 

Power: attack form resistance (me- 
lee/ missile weapons) 

Corruption Value: 15 

Fear Rating: 1 

Weakness: Magic spells that cause 
physical damage (stymie) 

True Death: Slain with stones or 
stone weapons 


Hall of Mirrors 


The ceilings and walls are mirrored 
here, and a special set of mirrors exist 
on one set of walls. Even though the 
hall is cut in half by the observatory, 
an occult spell allows one to walk all 
the way from one end to the other 
without passing through that room. 
One must be actively thinking of reach- 
ing the observatory to find it again. 

Mirrors A-H shows each viewer at 
a different life stage, as follows: 

A. Infancy 

B. Young adult 

C. Whatever that Storm Knight fears 
the most appears to take shape and 
lunge out of the mirror. It’sanillusion, 
which attacks the Knight using an in- 
timidation of 20. A willpower or Mind 
total of 14 allows the Knight to disbe- 
lieve the illusion and be unaffected by 
the intimidation attack. Knights may 
also choose to actively resist the in- 
timidation attack. 

No one else sees anything attack- 
ing the Knight, though if they too look 
in the mirror, they are similarly at- 
tacked by their own unique fear. 

“Player’scall” is that the victim goes 
mad. This need not mean he is inca- 
pacitated — he can still remain a he- 
roic Storm Knight, just one who talks 
to imaginary pore on occasion, or 
believes that all of the High Lords are 
actually Dr. Mobius in disguise. 
Gamemasters are encouraged to have 
some fun with this. 

If any Knight is affected by the 
mirror’s attack, subtract one from the 
party’s Perseverance and have them 
generate a check. 

D. The dream each Storm Knight 
had at the beginning of the adventure. 

E. The Storm Knight having a cup 
of tea, surrounded by 

F. The Storm Knight inan Egyptian 
tomb, fighting mummies. 

G. TheStorm Knight having a duel 
atsunrise witha Victorian officer while 
in the background, a city falls to the 
ground. 

H. The viewer is teleported via oc- 
cult ward (value 25) to mirror “X” in 
the observatory. 

The mirrors have a Toughness of 40. 


The Gaunt Man’s Chambers 


This room is decorated in the Old 
World style, with tapestries, black 


bunting, and thick carpets. 

The room is the Gaunt Man's 
bedchambers, and contains a large 
four-post bed, a wardrobe and mirror, 
a grandfather's clock, an hourglass, 
and several marble statues of people 
in various poses of fear. 

Asecret door in the north wall leads 
to the dungeon occult lab. A find or 
Perception total of 20 is needed to find 
the secret door. 

While the Knights are in the room, 
the drapes and bed curtains begin to 
move, anda mournful wail fills the air. 
Thesource isa banshee, who was once 
the Gaunt Man’s mate, and who now 
haunts the room. She is not in a talk- 
ative mood. 

Have the Knights make a Persever- 
ance check. 

Ifthe Knights do not attack the ban- 
shee, she will not attack them. While 
she has no interest in helping them, 
she does recognize them as the Gaunt 
Man’s enemies and has no interest in 
harming them, either. 

If they should attack, she will con- 
centrate more on making them flee 
than slaying them. 


Banshee 

DEXTERITY 11 

Dodge 14, maneuver 14, unarmed 

combat 15 

STRENGTH 12 

TOUGHNESS 12 

PERCEPTION 10 

Find 12, track 14, trick 13 

MIND 8 

Willpower 10 

CHARISMA 9 

Taunt 14 

SPIRIT 12 

Faith (Orrorshan evil) 15, intimida- 

tion 20, reality (Orrorsh) 14 

Possibilities: 30 

Natural Tools: claws, damage value 
STR+4/ 16; shriek, acts as an intimida- 
tion attack against anyone within range 
of her voice. Characters suffers the 
effects of the wail for a number of 
rounds equal to the number of result 
points achieved by the attack. On a 
setback result, the target suffers a -3 
penalty toall actions. Ona break result, 
the character feels compelled to flee in 
panic from the source of thesound.On 
a player's call, the target character is 
paralyzed with fear and cannot take 
an action for the duration of the effect. 
Characters can shake off the wail’s 
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effects by generating a Mind or will- 
power total of 23 or by slaying the 
banshee. 

Powers: cold aura, paralyzing touch 

Corruption Value: 22 

Fear Rating: 3 

Weakness: A singer singing a happy 
song. 

True Death: Slain with a weapon 
made of bone 


Personal Study/Occult Lab 


The only entrance to this room is 
through the tea room where the Gaunt 
Man waits, so the Storm Knights may 
have trouble getting in here. 

This is a study, filled with more 
books and a fully stocked occult lab. 
The texts give the True Deaths of ev- 
ery horror in the vicinity of New Lon- 
don. The books are protected by occult 
wards, so if they are opened, the ether 
will be disturbed and the Gaunt Man 
will be aware that someone is looking 
at his books. 

An occult total of 20 is necessary to 
be able to make out the writing in the 
books. It takes ten minutes to read 


at 


each entry. 


Core Earth Situation Room 


There are only two things in this 
room. The first is a six-foot diameter 
globe, a topographical replica of Earth 
Itshows the extent of each realm, each 
ina differentcolor, including the loca- 
tion of each maelstrom bridge and 
each stelae. It is a beautiful rendition 
of the planet. Clouds pass over areas, 
the globe revolves, showing night and 
day, and even where the moon is. 
Unfortunately, the scale of the globe is 
such that one cannot pinpoint precise 
stelae locations. 

The second item is a stone statue 
with a huge black diamond in place of 
a face. The statue’s hands are out- 
stretched, as if to receive someone's 
hands. 

If someone puts their hands on the 
statue’s hands, a voice asks him if he 
wishes to lose a possibility. If the 
Knight agrees, he loses a point and a 
swirling black light forms in the dia- 
mond. The Knight is then able to com- 
municate directly, two-way, with any 
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High Lord except the Gaunt Man. 

If the Knight refuses to lose the 
possibility, he is instructed to remove 
his hands immediately. If the Knight's 
hands are not removed in one round, 
a powerful jolt (damage value 20) 
courses through the Knight. Ignore 
armor for purposes of calculating dam- 
age. Any Knight with cybernetics must 
make an immediate cyberpsychosis 
check. 


Gate Room 


This room features a series of eight 
stone arches, each obscured by a dif- 
ferent-colored mist. They are gates to 
different cosms. 

A. The Waiting Village 
B. Aysle 

C. Magna Verita 

D. Marketplace 

E. Gaea 

F. Takta Ker 

G. Terra 

H. Tharkold 


It costs two Possibilities to use a 
gate (the Knights will be apprised of 
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same if they try to pass through one). 
After 24 hours, an occult spell with a 
value of 34 draws the Knights back to 
the basement of IIlmound 


Heketon’s Chamber 


This chamber has a thick iron door 
(Toughness 25) and a padlock (lock pick- 
ing difficulty of 18). If opened, read or 
paraphrase the following: 


The door opens, and a blast of cold 


air sharp with the tangy iron taste of 
blood slams into your faces, causing 
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you to take a step backwards. 
Inside, a large black heart of ob- 
sidian rests on the hands of a statue 
depicting a tortured soul. The heart 
beats with a rhythm of wickedness 
that pounds in your heads. A sinister 
black-green light crackles in an aura 
surrounding the evil thing. 


This is not, of course, Heketon. The 
real Darkness Device is back in its 
pocket dimension at the moment. This 
is another obsidian sculpture like the 
one downstairs, treated with occult 
spells to resemble the Darkness De- 


vice. A successful detect magic rite will 
pick up strong traces of occult magic 
around the object. An evidence analysis 
or Perception total of 20 will indicate 
that this is not the real Heketon. 

Let the Knights do whatever they 
feel like. Try to talk to it (it won't 
respond); try to smash it (it’s got a 
Toughness of 15); try to invoke a reality 
storm on it (it's a piece of rock — it 
doesn’t have any reality skill). 

Youcan be sure the Gaunt Man will 
be getting a good laugh out of the 
whole affair ... 


Basjas’ Chamber 


This bedchamber is covered in 
spider webs. From the ceiling hang 
human figures, long dead, covered in 
web cocoons. Subtract one Persever- 
ance point and have the Knights make 
a check. 

Basjas need not be home. If the 
Knight have not been going on a de- 
structive rampage, cutting down and 
ruining everything they see, let the 
room be deserted. 

If, on the other hand, things have 
been far too easy for the Knights thus 
far, let Basjas be home ... and not ina 
good mood-In order to betruly sneaky, 
Basjas can assume her beautiful hu- 
man female shape and be wandering 
the corridors near her lair, posing as a 
Victorian prisoner. She may attempt 
to lead the Knights to her chambers to 
snag them in her web. The Gaunt Man 
will act to prevent her from killing the 
Knights, however, as he has some use 
for them (he will let her have the fun of 
humbling them, though). 


Basjas 


See pages 26-27 of the Orrorsh 
sourcebook. 


The Tea Room 


When the Knights reach the Tea 
Room, cut to Scene Five. 


Perseverance 
Awards 


Award the Knights three Persever- 


ance points for this scene. 


Act Two 


Cut To... 


Once the Knights reach the tea room 
and encounter the Gaunt Man, cut to 
Scene Five, “A Blot of Tea.” 


SCENE FIVE: 
A Blot of Tea 


The Situation 


Dramatic. The party encounters the 
Gaunt Man, sitting at a table in the tea 
room and surrounded by dead Storm 
Knights. He is pouring tea. 

Read aloud or paraphrase: 

A huge, airy room stands before 
you. On the far wall, ornate stained 
glass bay windows offer little light. 
Thestained glass images depict Storm 
Knights meeting their deaths at the 
hands of various horrors of Illmound 
Keep. 

An organ plays a dirge of its own 
accord. A gilded mirror over the or- 
gan displays a series of swirling 
shades of darkness. 

A long table dominates the room. 
There are numerous settings as if for 
afternoon tea. Seated at the table are 
an edeinos, a cyberpriest, a Hospi- 
taller, aninja,adwarf, anelf,atechno- 
demon, a priest of Sebek, a Sister of 
the Serpent, a Draygaak, a human 
male, and a human female. They are 
all dead, as is evidenced by the vari- 
ous gaping wounds, open chests, and 
missing limbs. A few place settings 
are stained by bodily fluids and en- 
trails which have spilled onto the 
table. 

Hanging from the ceiling are even 
more bodies, many holding lit 
candles as if they were grotesque 
chandeliers. 

Sitting at the head of the table is a 
skeletal man in dark clothing and a 
wide brimmed hat with a buckle. He 
is pale, with dry crackly skin remi- 
niscent of parchment. His dark eyes 
burn with sheer evil. 

With his bony fingers, he pours 
tea and gestures to some open chairs. 
“Banish from yourmindsany thought 
of attack,” the figure addresses you 
in a raspy voice that sends shivers 
down your spines. “Sit, and join me 


at 


for some Dharjeeling tea. So glad 
you could accept my invitation. Help 
yourselves to some... lady fingers.” 


The Action 


Have the Knights generate a Perse- 
verance check. Then allow them to 
react (give them a chance to scream, 
shoot, whatever). If they attack, the 
Gaunt Man will demonstrate the futil- 
ity of their actions (removing bullets 
from his chest, holding his hand out 
and letting a laser ricochet against it), 
only retaliating against those who were 
foolish enough to initiate hostilities. 

If the Knights attempt toattack him 
with an eternity shard, the Gaunt Man 
will wrestit from their grasp and thank 
them for the gift. The amulet (which is 
completely concealed by his cloak) 
protects him from the shard, but he 
will under no circumstances reveal to 
the Knights why theshard is not work- 
ing on him. 

The tea and snacks are completely 
safe. (Yes, the “lady fingers” are really 
pastries.) 

The Knights can, of course, attempt 
escape. The Gaunt Man will let them 
run through the Keep fora while, then 
use his occult skill to draw them back 
to the tea room. 

The Knights may also want to try 
jumping through the stained glass 


windows. Let them—they’re just nor- 
mal windows. But Knij who go 
through them, including those with 


the power of flight, will find them- 
selves falling and falling, only to land 
ina seat in the tea room. The window 
they went through is whole again. 

Whether or not the Knights sit 
down, the Gaunt Man will resume his 
speech: 

“I have summoned you here on a 
matter of singular importance. Dur- 
ing my ... sabbatical, a member of 
my Hellion Court grew ambitious. 
Believing himself to be worthy of the 
throne of Orrorsh, he is planning an 
occult ritual that will give him vast 
new powers. 

“The being in question is none 
otherthan General Avery Wellington, 
the Supreme Commander of the Vic- 
torian military. I know not what the 
source of his newfound courage is, 
but he has decided to try and become 


athreatto my carefully-crafted ecol- 
ogy of fear ... and to one of your 
cities. 

“You see, for his ritual to work, 
many thousands must die. I have no 
use for such bloodletting — I prefer 
people to remain alive, but in terror. 
But for reasons of my own, I prefer 
not to intervene in Wellington's af- 
fairs at present. I know that Storm 
Knights such as yourselves are insuf- 
ferably heroic, and I know of some of 
your past deeds.” 

At this point, the Gaunt Man refers 
to three of the Knights by name and 
mentions some of their past accom- 
plishments. 

If the Knights press the Gaunt Man 
for the reasons he will not confront 
Wellington himself, he says: 


“The completion of his ritual is far 
less of a threat to me than it isto your 
precious cosm. The deaths of mil- 
lions are an ... inconvenience, I will 
grant, but not worthy of my atten- 
tion. I can eventually restore the bal- 
ance, and meanwhile use the dead 
for my gospog fields. 

“Also, I wish to retain my ano- 
nymity fora while longer. [have kept 
my victory over the Heart of Coyote 
secret for six months now, while I 
gauged the strength of my fellow 
High Lords. Now I wish to gauge the 

of my enemies — you Storm 
Knights. How you fare against 
Wellington will show me how strong 
you have become in my absence.” 


Asa show of good faith, the Gaunt 
Man will tell them that/Wellington’s 
True Death is to be slain in a duel at 
sunrise with an enchanted sword. He 
will not reveal his weakness, saying 
“its nature escapes me.” He will say 
that a Victorian professor, Alister 
Scope, iscurrently on anarchaeoloigcal 
expedition in the Nile Empire, in the 
area where Egypt, Sudan, and the Red 
Sea meet. The site is about five miles 
inland. Scope has researched Well- 
ington and knows the details of the 
ritual as well as Wellington’s weak- 
ness. It is possible that Scope may also 
know where the Knights might obtain 
the weapon they need. 

Knowledge of the weakness is es- 
sential — Wellington will never agree 
to a duel unless he is cowed into it. 

Beyond this, the Gaunt Man will 
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offer no help. He wishes to see how 
well the Knights will manage on their 
own (it should prove an amusing en- 
tertainment). 


The Gaunt Man 

DEXTERITY 17 

Dodge 22, maneuver 18, melee 

weapons 20, prestidigitation 20, 

unarmed combat 18 

STRENGTH 21 

TOUGHNESS 28 

PERCEPTION 29 

Evidence Analysis 31, find 30, 

language 32, scholar (eternity 

shards) 32, scholar (Orrorsh realm 

lore) 35, scholar (the Nameless One) 

33, trick 31 

MIND 28 

Test 32, occult 34, willpower 34 

CHARISMA 22 

Charm 26, persuasion 27, taunt 23 

SPIRIT 28 

Faith (Orrorshan evil) 37, intimida- 

tion 38, reality 35 

Possibilities: 300 

Equipment: Occult amulet protect- 
ing him from eternity shards; cane 
with small living head, causes fearina 
30-meter radius around theGaunt Man 
(spell functions in a similar manner to 
the fear spell detailed on page 86 of the 
Orrorsh sourcebook). 


Q: Why us? Why not some of 
your own lackeys? 

A: AsIhavesaid, I wish to test 
the strength of Storm Knights. 
You have already proven your 
mettle by surviving my Keep — 
now I would see just how pow- 
erful you are. 


Q: If you're so strong, why 
not just fry Avery from a dis- 
tance? 

A: If you fail, I may well do 
that ... eventually. Not before I 
see the outcome of his rite, how- 
ever. | prefer subtlety at this time. 

Q: What's to stop us from tell- 
ing people about your return? 

A: I fully expect you will. And 
this news will spread glorious 


Powers: attack form resistance (physi- 
cal, mental, and spiritual damage from 
magical attacks), regeneration, resistance 
to normal weapons, silence 

Corruption Value: 61 

Fear Rating: 5 

Perseverance DN: 27 

Weakness: Eternity shards, though 
this is nullified while the Gaunt Man 
remains inside Ilmound and wears 
his amulet. 

True Death: None known. 


Decisions, Decisions, 
Decisions ... 


Well, ourStorm Knightsare certainly 
in an interesting situation, aren't they? 
They no doubt have other questions to 
ask the Gaunt Man — his answers are 
provided in the sidebar below. 

The Knights now have to decide 
whether they want to take the hint, 
stop Wellington, and save the city or 
not. The should advise 
them that knowing a city is about to be 
destroyed and not doing anything to 
stop it is a Wicked act rk vail reo in 
massiveamounts of Corruption points. 
If they absolutely, positively refuse to 
take action to stop the ritual from tak- 
ing place, levy 13 Corruption points 


nswers to Storm Knight Questions 


fear among the masses! 


Q: What's to stop us from tell- 
ing other High Lords or lieuten- 
ants about your return? 

A: Beware. My associates of- 
ten slay the bearers of bad news. 


Q: How do we know this isn’t 
an elaborate trap? 

A: To what end? If I wanted 
you dead, I would have killed 
you the moment you blundered 
into Illmound. I am not Dr. Mo- 
bius—Ineed notengageinelabo- 
rate scheming to slay my en- 
emies. 


Q: Why don’t you know 
Avery's weakness? Don’t you 
know everything? 


oneach Knight and have them make a 
Corruption check. Let’s hope they look 
good with horns and running sores ... 

Ifthey decide among themselves to 
take on Wellington, secretly generate 
anoccult total of the Gaunt Managainst 
the Knights’ Spirit. DO NOT LET THE 
PLAYERS KNOW WHAT YOU’REUP 
TO. Essentially, the Gaunt Man is cast- 
ing a spell that will simulate the effects 
of eight Corruption points being 
awarded to each Knight. The charac- 
ters need not generate Corruption 
checks in this instance, but do receive 
the automatic up condition. 

This “artificial corruption” will be 
perceived by those with true sight as 
real. The Gaunt Man is hoping to thus 
start the Knights on the road to wick- 
edness. 

Once the heroes have accepted the 
task, cut to “Aftermath.” 


Aftermath 


If the heroes accept the task, the 
Gaunt Man willcureany physical dam- 
age or insanity the Storm Knights ac- 
quired while exploring IIlmound. Any 
dead Knights, however, remain dead, 
and their corpses become the Gaunt 


Man’s property. 


A: allowed Avery the luxury 
of choosing his own weakness 
when he became my ally, and to 
tell me what that weakness was 
in due time. He never told me, 
and I believed I had little to fear 
from that stodgy, unimaginative, 
two-dimensional thinker. It 
seems that I underestimated the 
extent of his ambitions. Ah, well. 
One error ina millenium is to be 
expected. 

Q: What's to stop YOU from 
getting a hold of the ritual and 
using it yourself? 

A: lamalready the most pow- 
erful of High Lords, soon to be 
the Torg. What care I for some 
paltry ritual? 
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He then summons a zuvembie but- 
ler to escort the Knights out of 
Illmound. A huge black hansom cab 
awaits, pulled by skeleton horses and 
driven by an unidentifiable being clad 
in a long robe and cowl. 

The creature is gospog of the fourth 
planting, though it will not make any 
attacks or other overt moves unless it 
is attacked or its cowl is lifted up. In 
that case, it attacks the offender, kills 
him, then resumes his duties as driver. 

The cab flies the air and 
deposits the party at the Jakarta city 
cari The time is sunset. Once the 

ts leave the cab, it disappears. 

the gospog is killed, the coach 
landssoftly and disappears, effectively 
leaving the Knights stranded. If this 
happens over the ocean, they are in 
deep trouble. 


Variables 


If any Storm Knight tries to use 
spirit medium to talk to the dead and 
attempt to ascertain A 's weak- 
ness or even the full extent of his plot, 
the attempt fails. Whatever's going on 
has cowed even the spiri 

An organized attack on the Gaunt 
Man will bring a half dozen ravagon 
veterans immediately into the battle, 
interposing themselves between the 
Gaunt Man and the Knights. 


Perseverance 
Awards 


Give each surviving Knight three 
Perseverance points for meeting the 
Gaunt Man and living to tell about it. 


Act Awards 


Give each Knight seven Possibili- 
ties for surviving the Act. If they man- 


aged to slay Basjas, add three more. 


Cut To ... 


Once the party is ready to head off 
to Egypt, cutto “Interlude,” then move 
on to Act Three. 


Interlude 


The Storm Knights need to get from 
Jakarta to the dig. There is a Victorian 
steamship, the SS Celestia, 

Jakarta harbor at noon the day after 
the party returns from visiting 
Ilimound. The ship one-day stops at 
Colombo, Ceylon; Bombay, India; 


Aden, Yemen; Port Sudan, Sudan; and 
ends up in Cairo, Egypt. 

To sail from Jakarta to Port Sudan 
takes two weeks. Fare is 100 sterlings 
per one way. 

are 40 other passengers, a 
mixture of Victorian, Nile, and Nippon. 
Gamemasters may place characters of 
their own creation on board. Option- 
ally, the characters from the Hotel In- 
donesia, ifnot used in Act One, may be 
placed on board ship. 

The Knights’ best bet is to take the 
ship to Port Sudan and hire trucks as 
to get to the site. It is a four hour drive. 

The Knights can use the time on the 
ship to relax and/or learn skills. 

Ifone or both of the techno-demons 
from Act One survived, it could tail 
the Knights to the ship and kill several 
random passengers, in hopes of un- 
nerving the heroes. Each night, the 
demon kills one innocent 
and places the severed outside a 
Storm Knight's door. Once each hero 
has a head, the demon begins killing 
the Storm Knights, one per night. 

There simply are NO aircraft to be 
hired in Jakarta. Alll aircraft have been 
commandeered by the government 
and pressed into service. If a Storm 
Knight has his own aircraft, the jour- 
ney takes 18 hours on the average, 
counting stops to refuel. 


Act Three 


Act Three 


Die Like 
an Egyptian 


The Major Beat 


The Storm Knights arrive at thedig 
in the Nile Empire and meet a bunch 
of interesting Victorians, including 
secret allies of General Wellington and 
Dr. Mobius. 

After becoming embroiled in a 
murder investigation, the Knights 
help explore a newly discovered 
temple, find an eternity shard, and 
fend off a sneak attack by Mobius’ 
forces. 

NOTE: The Perseverance diffi- 
culty number for the remainder of 
this adventure is 23. This reflects the 
fact that the Knights are no longer 
under the direct influence of theGaunt 
Man, but are now wandering into 
Wellington's sphere of power. 


SCENE ONE: 
Them Bones, Them 
Bones, Them 
Buried Bones 


The Situation 


Standard. The Storm Knights ar- 
rive at the Victorian dig site. Due to 
the presence of a hardpoint in the 
area, most of thecampisanOrrorshan 
dominant zone. 

Read aloud or paraphrase: 


At last, your long journey is at an 
end. The hour is half past four in the 
afternoon. Stretched before you is a 
large campsite and dig, with great 
sand dunes rising in the background. 
In the precise center of the camp, a 
statue of a queen sitting on a throne 


holds up a flagpole, from which the 
Victorian’s flag snaps smartly in the 
desert breeze. 

Surrounding the flagpole are many 
large tents, with khaki and pith hel- 
met-clad figures entering and leav- 
ing. On one side of the camp, Victo- 
rian soldiers drill. A few artillery 
pieces stand at the ready. 

The far end of the camp has sev- 
eral large trenches, with dozens of 
native workmen laboring under the 
hot sun. Many small tents, no doubt 
for the workers, stand pitched near 
the digs. 

A Victorian sentry catches sight of 
you, and advances, demanding iden- 
tification. 


The Action 


The purpose of this scene is for the 
Knights to get acquainted with the 
personnel working at the dig. Itcan be 
as long or as short a scene as the 
gamemaster wishes — let the Knights 
wander around and interact with the 
different characters here to their heart's 
content, if they’re having fun 

The following are the statistics for 
the dig staff, including the military 
presence. 


Professor Ambrose Garreck — 
Dig Leader 
Reality: Orrorsh 
DEXTERITY 7 
Beast riding 9, fire combat 8, un- 
armed combat 8 
STRENGTH 8 
TOUGHNESS 9 
PERCEPTION 11 
Egyptian religion 13, evidence 
analysis 13, find 15, hieroglyphics 
17, language 15, research 16, scholar 
(Victorian history) 17 
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MIND 12 
Science (archaeology) 18, survival 
15, willpower 15 


Faith (Sacellum) 14 

Possibilities: none 

Equipment: Cross heavy revolver, 
damage value 16, ammo 6, range 3-5/ 
15/25; archaeology kit (brushes, twee- 
zers, magnifying glass, vials, files, 
small hammer, chisel, large notebook, 
pens and ink); letter of authorization 
from Overgovernor Neteru allowing 
the dig to take place. 

Description: An average-looking 
man in his late thirties, Garreck is a 
bookish scholarly type, rather awk- 
ward among people, women in par- 
ticular. He tendsto be absent-minded, 
and gets totally absorbed in his work. 


Professor Alister Scope 

DEXTERITY 9 

Beast riding 12, fire combat 12, me- 

lee weapons 12 

STRENGTH 10 

TOUGHNESS 10 

PERCEPTION 12 

Evidence analysis 14, find 15, lan- 

guage 16, research 16, scholar 

(Orrorsh realm lore) 16, scholar (Vic- 

torian history) 15, trick 14 

MIND 12 

Occult 18, science (archaeology) 15, 

survival 14, test of will 15 

CHARISMA 10 

Charm 13, taunt 14 

SPIRIT 12 

Faith (Sacellum) 15, 

(Orrorsh) 14 

Possibilities: 6 

Equipment: Cross heavy revolver, 
damage value 16, ammo 6, range 3-5/ 
15/25; archaeology kit; lantern; occult 
kit; occult books (adds +2 to any at- 
tempts at researching occult or at- 
tempting occult rituals); wooden 
stakes; mallet; 6 vials of holy water; 
silver dagger, damage value STR+2/ 
12; necklace of garlic; Sacellum cross 
on neck chain; private journal; en- 
chanted rapier, damage valueSTR+7/ 
22. 

Description: Alister Scopeisa mem- 
ber of the Sign of Six, a Victorian secret 
society. A powerful, handsome, in- 
tense man in his early 40s, he has dedi- 
cated his life to fighting the horrors of 
Orrorsh wherever they appear. 


reality 
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Unfortunately, Professor Scope is a 
bit unhinged from his dabblingsin the 
occult. His discovery of the extent of 
corruption among the Victorians, as 
well as Wellington’s duplicity, has 
shaken him badly. 

What Scope Knows: Avery Well- 
ington hasstumbled upon the Archives 
of the Damned, and found a ritual to 
gain him great power. Wellington must 
go to the highest spot in a city, and 
invoke the ritual at dawn, when the 
stars are right. Scope believes the city 
to be sacrificed is Singapore. 

Wellington is resistant to normal 
VET. In Paes xe for this ob- 

has fashioned an occult- 
pray fou | If the Knights convince 
Scope that they are going to confront 
Avery, he will give it to them. 

Wellington’s weakness is a Gaean 
rose, the Peace Rose, whose petals are 
an electric blue and blood crimson. 
These roses grow in two locations: a 
small garden at the house where the 
Sign of Six usually meets, in New Lon- 
don (Padang), and inside the Fortress 
of the Dead. 

Professor Scope starts out as neutral 
toward the Knights. In order to win 
over his trust, his attitude must be 
made loyal. (Note that the group has to 
mention that they are out tostop Avery 
Wellington!) If this is done, a success- 
ful persuasion will make Alister admit 
he’s a member of the Sign of Six, and 
he will tell the group the Sign’s ad- 
dress in New London, as well as what 
he learned about Avery. He also gives 
the Knights his journal to read (hand- 
out 2), 

Scope also mentions that the Bell 
and Whistle is a great pub in New 
London, and a source of great news, 
rumor, and gossip. 


Reverend Charlton White — 


Melee weapons 12 

STRENGTH 9 

TOUGHNESS 10 

PERCEPTION 11 

Evidence analysis 12, find 13, first 
aid 14, languages 13, research 13, 
scholar (Core Earth Christian reli- 
gions and sects) 15 

MIND 10 

Test 14, willpower 14 
CHARISMA 10 

Charm 13, persuasion 16 


SPIRIT 13 
Faith (Sacellum) 17, focus 17, real- 


damage 

value 16, ammo 6, range 3-5/15/25; 
Sacellum Book of Power; Sacellum Cross; 
four vials of holy water 

Description: Rotund, balding, with 
a cherubic face, Reverend White re- 
minds one of Friar Tuck more than a 
Sacellum priest. In the eyes of his su- 
periors, the Reverend is extremely lib- 
eral, hence his assignment out here 
“among the rest of the heathens.” 


Brigadier Ashton Auchenford — 
Victorian Army Garrison 
Commander 


DEXTERITY 9 

Beast riding 12, dodge 12, fire com- 

bat 13, melee combat 14, unarmed 

combat 15 

STRENGTH 10 

TOUGHNESS 12 

PERCEPTION 9 

Find 10, tracking 12, trick 12 

MIND 8 

Survival 12, test 14, willpower 13 

CHARISMA 8 

Persuasion 12, taunt 12 

SPIRIT 9 

Faith (Sacellum) 10, intimidation 

12, reality (Orrorsh) 11 

Possibilities: 5 

Equipment: Cross heavy revolver, 
damage value 16, ammo 6, range 3-5/ 
15/25; sabre, damage value STR+4/ 
14 

Description: Brigadier Auchenford 
isa handlebar-moustached man in his 
late 40s, who carries himself with typi- 
cal military discipline. He isa spit and 
polish type, always quoting regula- 
tions and slogans to his men. 
Typical Victorian Officer of the 
Valiant 13th Regiment 

See page 43 of the Orrorsh source- 
book. 


Description: There are two lef- 
tenants in the Valiant 13th. One is 
Nicholas Rowefield, the second is 
Winston Welles. 

Rowefield is a dashing, gallant of- 
ficer. Charming, polite, well-liked by 
all, Leftenant Rowefield knows noth- 
ing at all out of the ordinary. 

Welles is a scoundrel, a drinker, 
gambler, and all around mean com- 


ee) 
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mander. Still, he is not Corrupt 

Winston suspects that “there’smore 
to Victoria Sigurd than meets the eye.” 
Being a devotee of the wild life, hesees 
in her that same look. He suspects that 
her demure Victorian demeanor is a 
sham. He has no idea how right he is. 

Incidentally, Welles will not share 
his opinion of the Victorian women 
unless he is alone with male Storm 
Knights. 

Both officers share the same tent. It 
is very easy to tell whose cot is whose, 
one being very neat and well made up, 
the other looking like a pig sty. 


Typical Victorian Soldier of the 
Valiant 13th Regiment 

See page 43 of the Orrorsh source- 
book. 

Description: There are 40 soldiers 
in the camp. This includes four ser- 
geant-majors and eight lance corpo- 
rals. 

The four sergeant-majors share a 
tent, the eight lance corporals share 
two tents, and the remaining 28 men 
share seven tents. 


The men have no idea anything 
untoward is going on, except for the 
mysterious murders of several work- 
ers. 


Victorian Ladies (3) 

DEXTERITY 9 

Beast riding 10, dodge 11, running 

12 

STRENGTH 7 

TOUGHNESS 7 

PERCEPTION 9 

Egyptian religion 10, hieroglyphics 

10, scholar (domestic work) 14, 

scholar (secretarial work) 14 

MIND 8 

CHARISMA 11 

Charm 13 

SPIRIT 10 

Faith (Sacellum) 11 

Possibilities: none 

Equipment: Archaeology kits, para- 
sols, typewriters. 

Description: These single women 
in their mid-20s are along as secretar- 
ies, assistants, clerks, and domestics. 
Their names are: Allison Mastill, Sa- 
rah Wellington, and Lenore Garreck. 


Allison and Sarah are normal Vic- 
torian women, modest, prim and 
proper. Despite the name, Sarah is 
NOT related to General Wellington. 
Allison is a blonde, Sarah a brunette. 

Allisonand Sarah both like Leftenant 
Rowefield. They alsoboth dislike Lenore 
Garreck, considering hera troublemaker 
and unfeminine. The women will not 
share these opinions with male Storm 
Knights; only with a female Storm 
Knight, over tea 

Lenore is the younger sister of 
Ambrose. She isa firebrand, champion- 
ing the cause of women’s rights and 
anxious to get her hands dirty. She has 
red hair. Lenore is friends with Victoria. 

The three women share a tent with a 
fourth, outlined below. 


Victoria Sigurd 
DEXTERITY 11 
Dodge 14, maneuver 12, unarmed 
combat 14 
STRENGTH 14 
TOUGHNESS 11 
PERCEPTION 12 
Trick 13 
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MIND 11 
Willpower 12 
CHARISMA 14 

Charm 16, persuasion 16, taunt 16 
SPIRIT 5 

Faith (Orrorshan evil) 15, intimida- 
tion 13, reality (Orrorsh) 12 


True Death: Disfigurement of face 

Natural Tools: claws, damage value 
STR+1/15 

Deseri : Victoria is a succubus 
allied with Wellington, and was sent by 
him to eliminate Scope. On the outside, 
Victoria is a shy, pretty brunette who 
bavi rekes tis aud incl 

Atnight, sheoccasionallyhuntsdown 
men in order to spread some fear. Thus 
far, three workers have died, though 
everyone thinks that either wild ani- 
mals did it or that the workers ran off. 

Ifsomehow interrogated successfully 
(she is loyal to Avery), she knows that 
Avery will perform the ritual in 
Singapore, and that the Nightmare 
Skutharka is quietly backing him up. 


Snee the Mole 
DEXTERITY 12 
Dodge 14, fire combat 14, lock pick- 
ing 16, melee weapons 15, prestidigi- 
tation 17, stealth 18 
STRENGTH 10 


Disguise 10, find 10, forgery 11, land 
vehicles 12, scholar (electronics) 11, 
trick 12 

MIND8 

Streetwise 12, survival 12, test 10, 
weird science 10 


SPIRIT 8 

Faith (Egyptian) 9, reality (Nile Em- 

pire) 10 

Possibilities: 6 

Inclination: Evil 

Equipment: 9mm Luger, damage 
value 15, ammo 8, range 3-10/25/40; 
stiletto, damage value STR+3/13; Nile 
Empire talisman; weird science radio 
(stashed in tent); weird science listening 


devices (4) 
Description: Snee is a slimy, bug- 
eyed hood from Cairo, who has taken to 
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ee ict a ob 
as a laborer, and is 
past har eros Tottenand the 


Snee talks in a wheezy, whiny voice, 
and loves to openly leer at beautiful 
women. 

He has four listening devices, which 
he will attempt to plant in some of the 
Storm Knights tents. A Storm Knight 
attempting to locate one will have to 
make a find or Perception total of 20. 


Common Laborer (89) 
DEXTERITY 8 
Melée combat9, unarmed combat 10 


Intimidation 9 

Additional Skills: one at +1 adds 

Possibility Potential: some (75) 

Equipment: picksand shovels, dam- 
age value STR+4/14 

Description: These laborers sleep six 
to a tent. They are sullen and surly, 
working for a mere pittance under the 
hot sun. The effect of working in an 
Orrorshan hardpoint is making some of 
them begin to accept the Victorian rub- 
bish about superior races and economic 
classes. 


The laborers are superstitious, possi- 
bly another result of being in the Victo- 
rian reality for too long. They feel that 
some tural beast has cursed the 
site and is killing off their fellows. 


The Camp 


The central feature of the Victorian 
‘isa bronzestatue of Queen Victoria 
holding a eight-meter high flagpole, 
which was made into a Victorian 
hardpoint by the original founders of 
thecampby means ofthecreatehardpoint 
group power from a Victorian eternity 
shard. See Map 8, “Victorian Encamp- 
ment.” 

The hardpoint weighs 100 kilograms 
and has a Spirit value of 5. It projects 
dominant Orrorshan reality in a 100 
meter radius, with an Orrorshan pure 
zone created in a 10-meter radius. The 


hardpoint has a Toughness of 25. 
Artillery Batteries 

These are two Lee-Hollings 15 
pounder cannons, with a damage value 
of 25. Heavy weapons skill is needed to 
load and fire them. Close tothe cannons 
istheammunition storage, erect 
100shells. Theammunition 
contains locked strongboxes full ial sil- 
ver bullets, blessed bullets, and stan- 
dard bullets. There is always one sentry 
guarding the batteries/ammo dump. 


Army Tents (Soldiers 
and NCOs) 


Each tent sleeps four, and has four 
cots, a lantern, and a Sacellum cross. 


Leftenants’ Tent 


Nicholas Rowefield’s half of the tent 
is clean, neat, militarily precise. Win- 
ston Welles’ half is messy and un- 
kempt. There are two cots, a lantern, a 
folding table, and two chairs in this 
tent. In Welles’ army chest, there is a 
deck of cards, dice, some erotic (by 
Victorian standards: ladies in 
bloomers, etc.) illustrations, and a large 
bottle of brandy. 


Brigadier’s Tent 


The Brigadier’s tent has a cot, desk, 
four chairs, lantern, victrola with re- 
cordings of hymns, Book of Power, and a 
Sacellum cross, On the Brigadier’s desk 
is a letter from an associate, who hap- 
pens to mention in passing that General 


There are also Tene ont perfor- 
mances of both leftenants. Despite com- 
ments about Welles’ slovenly appear- 


Reverend’s Tent 


The good Reverend has a cot, desk, 
two chairs, lantern, several Sacellum 
crosses and Books of Power, 20 extra 
silver bullets, and six extra vials of 
holy water. 

The Reverend can always be found 
in his tent. He uses it to do his work, 
counsel the troubled, and any other 


duties. 


The Ladies’ Tent 


Kept tidy as a good ladies’ dormi- 
tory should be, it has four cots, two 
sewing kits, a lantern, a Sacellum cross, 
and a Book of Power. 

It is considered a scandal for a man 
to enter the ladies’ tent without a 
proper chaperone (namely, another 
woman). 


Work Tent 


This large tentis where the majority 
of the paper work and lab work is 
done. There are four typewriters, a 
filing cabinet, two lanterns, a long 
worktable, a map of the camp site 
(including the digs), and office and 
archaeological supplies. 
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The filing cabinet is locked (lock 
picking difficulty 8). A find or Percep- 
tion total of 8 or more is needed to find 
each of these items: 


e A full roster of camp personnel. 
Victoria Sigurd was a last minute ad- 
dition, in the wake of the sudden and 
mysterious death of the woman who 
was supposed to go. 

* A copy of the letter of authorization 
from Overgovernor Neteru for the dig. 


e Reports on the three workmen's 
deaths. Two bodies were found, one 
was not. The dead were buried in a 
nearby ditch. It appeared that a wild 
animal had ripped them apart. The 
deaths happened every other night 
(which means one is due tonight). 


Act Three 


Key 
1. Artillery batteries 
2. Soldier/ NCO 
tents 
3. Leftenants’ tent 
4. Brigadier’s tent 
5. Reverend’s 
tent 
6. Ladies’ tent 
7. Work tent 
8. Mess tent 
9. Guest tents 
10. Laborer’s tents 


11. Snee’s tent 

12. Digs 

13. Garreck’s tent 

14. Scope’s tent 

15. Other archeolo- 
gists’ tents 

16. Well 


@ Hardpoint 
(Statue of Queen 
Victoria) 


¢ A record of what has been found 
thus far, which is precious little. The 
site has been in place here for the last 
five weeks. 


Mess Tent 


Another large tent, with a partition 
cutting off a fifth of it. The smaller 
section has the camp stove and food 
preparation tools. The women are in 
charge of food preparation. 


Guest Tents 


Used for any visiting scholars, etc, 
each tent has four cots, a lantern, a 
Book of Power, and a Sacellum cross. 
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Laborer Tents 


Filthy and substandard, each has six 
cots and lots of sand lice. 


Snee’s Tent 


An ordinary laborer tent, it only has 
four occupants (two of the victims had 
used this tent), including Snee. Snee’s 
tent mates are unaware of his duplicity. 

Under Snee’s cot is a concealed hole 
(find or Perception total of 12). Insideisan 
odd machine witha hone. A weird 
science total of 10 will reveal that it’s a 
powerful radio and eavesdropper re- 
ceiver. There is alsoa bag containing 500 
Nile Royalsand fourextraclipsofammo. 


Digs 
These are the four main dig sites. 
Workers labor in two seven-hour shifts 
(4a.m-11 a.m., noon-7 p.m.). Each dig 


site has fifteen workers at any given 
time on one shift. 


Garreck’s Tent 


Contains a cot, desk, two chairs, lan- 
tern, private stock of liquor, and many 
books on arc! and other sub- 
jects. His desk has copies of all papers 
found in the Work Tent. 


Scope’s Tent 


Contains a cot, desk, two chairs, lan- 
tern, Sacellum cross, and several books 
onthe occult. A find or Perception total of 
15 on his desk reveals a secret compart- 
ment with his diary. If the Knights find 
it, give them handout 2, “Journal of 


under his bed. Find or Perception total of 
10 to spot. 


Other Archaeologists 


These two tents each contain two 
junior Victorian archaeologists. Their 
names are: Reginald Dwight, Phillij 
Howard Craft, Artemis Conrad, and B. 
G. Shore. 

Each tent has two cots and a lantern. 
These men have no bearing on the ad- 
venture. They know of nothing unusual, 
and, being men of science, they scoff at 
the occult, magic, and miracles. 
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Well 


This is the Victorians’ water supply. 
There is always a sentry on duty here. 


Event 


Once the party has established its 
credentials, Garreck willaskthe Knights 
to stay for dinner. 

Held in the mess tent at 6 p.m. sharp, 
the occasion is attended by 


‘women, Pigadier Auchertond, 
Reverend Charlton, and Leftenants 
Rowefield and Welles. 

Ma a desert mealtime is 
t. The dishes are china, 
re utensils are silver. There are cande- 
labra for light, and a victrola for music 
(organ music, playing thunderous 
hymns). 


Fare includes rare roast beef, York- 
shire pudding, roasted potatoes, honey 
glazed carrots, dinner rolls, and a fine 


clean up the dishes). Female Storm 
Knights who refuse to help out in the 
cleanup will be unable to do any infor- 
mation gathering among the Victorian 
males. 


Manners are to be minded during 
dinner. If a Storm Knight shows bad 
manners, the Victorians take offense, 
which lowers their base attitude one 
level onany attempts at charm or persua- 
sion by the rude Knight. 

Dinner lasts until 10 p.m. 


Event 


The Knights may decide to turn in 
for the evening, or they may arrange a 
nocturnal meeting with Scope. Regard- 
less, a desert storm howls into camp, 
bringing thunder, lightning, rain, and 
wind. 

When the clock strikes midnight, cut 
to “Midnight Murder.” 


Flags 


A Romance card causes one of the 
three ladies to fall in love with a male 
Storm Knight. If the Storm Knight is 


female, either leftenant or one of the 
four minor archaeologists fall in love 
with her. 

A Suspicion card causes the Brigadier 
to suspect that a Storm Knight is some- 
how behind the murders. A pair of sol- 
diers will always follow the Knight, try- 
ing to be stealthy. 

Scope will think a Storm Knight is 
actually an ally of Wellington's sent to 
kill him if the Knight plays a Mistaken 
mental state, will shy away from the 
Knight (and any obvious friends of the 
Knight), then attempt to kill the Knight 


in his sleep. 


Variables 


An Alertness card played while ob- 
serving Snee shows that he has a pistol 
hidden in his robe. Alertness may also 
reveal any of the concealed things in the 
eae tents, if previously over- 

Ifthe Knights try to get Alister alone 
to talk about Wellington, he will tell 

The Knights may attempt to dig up 
the bodies of the murdered workers, to 
find what killed them. When they see 
the bodies, subtract one Perseverance 
point and have them generate a check. 

Anevidenceanalysis or Perception total 
of 130n the bodies shows that they were 
ripped apart by what looks like human 

Ts. A find or P. total of 
16revealsseveral long strands of brown 
hair on both bodies. 

The bodies are buried 20 meters due 
westofdigsite 13A. The Knights canask 
Professor Garreck for permission to ex- 
hume the bodies, requiring any level of 
persuasion success. Otherwise, the Vic- 
torians will be horrified if they discover 
the Knights in the act of gravedigging. 


Midnight Murder 


As the storm reaches its peak, the 
succubus calling herself “Victoria 
Sigurd” strikes again, killing one of 
the sentries. 

A Perception total of 8 allows the 
Knights to heara loud wail of pain that 
rises above the howling of the wind. 

A find or Perception total of 9 allows 
the Knights to determine the direction 
from which the scream came. Once 
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Journal of Professor Alister Scope 


November 8 — As | stand here on the deck of the steamer and ponder my situation, my mind keeps turning back 
to that devil, Wellington. How could that man have betrayed God, Queen, and country? 

Iam convinced that Wellington, aside from his involvement with the powers of Darkness, is now a corrupt monster 
of great power. Venate ort have broughtalong and the books I managed tosteal from Wellington himself, [hope 
to ascertain his weal 


Dig, Day 1— Even across this Earth’s Indian Ocean, I feel the gaze of Wellington, and it weighs heavy on my soul, 
Due to the academic nature of many in our group, the books were the first things unpacked. I shall start my research 
on the morrow. 


Dig, Day 5— My duties as an archaeologist consume my time and energy, but I still manage to save some for my 
studies of Wellington. Since he is a man of war, I suspect that his weakness involves peace. But in what form? What 
manifestation? 

Dig, Day 10 — Thanks be to the Saviour, success at last! The monster Wellington can be slain at sunrise in a duel 
withueinpiecnpoet: The sole way of getting him to agree to such a duel is to confront him with a Gaean Peace Rose, 
a rare species of rose eee in few places on this strange world. 

One of these places is Rhodesland Street manor of Dr. Stormfield, which serves as the New London 
headquarters of the Sign of the Six, my fellow occult students! The irony is delicious! 

Ishall have to notify Dr. Stormfield that the means of stopping Wellington lies in his own garden! 

A second location is the Fortress of the Dead, a foul place on Majestic’s northeast coast. 


Dig, Day 15 — My mind is almost unable to comprehend the enormity of the corruption of General Wellington. 

Thanks to my reading of his books, I have discovered his plans. The man has found a ritual that will grant him great 
power, though at the cost of many lives. This ritual lies in a book called the Archives of the Damned, a foul volume with 
countless blasphemies between its worm-eaten covers. Unfortunately, I was unable to purloin that specific volume. 

This ritual, which must be performed at the highest point ina pdirt in the Southern hemisphere, will drain the 
life force of many of the city’s inhabitants and give this energy to 

Tam not certain of the time or location; perhaps my fellow society members can aid me there. I must leave the camp 
as soon as I am able, but securing permission will be difficult, since I dare not confide in any, lest they be an agent of 
Wellington's! 


Dig, Day 16— Work came toa halt today when laborers discovered one of their fellows, dead. He had been missing, 
fortwo nights. His insides had been torn out by claws, presumably belonging tosome wild animal. The whole incident 
makes my spine shrivel. 


Dig, Day 17— Another laborer has been found dead, his throat torn out. It seems certain that we havea wild animal 
hunting in the area, or so Garreck says. I fear that it is something far more sinister, and that it walks among us in the 
guise of a human. 


Dig, Day 18 — I have burned Wellington's books and invoked my rituals to gain as much knowledge as I can. All 

of my forays into the corrupt world of the occult are beginning to fray my nerves. 
ing the last days of my research, I discovered that Wellington is resistant to mundane weaponry. This presents 

yet another obstacle, though my special foil will most likely neutralize this advantage. 

My dreams of late have shown a great city under a night sky, a city now filled with walking dead. I dream of an 
hourglass in the sky, and a withered corpse emerging from a storm. 

I feel as if I am prisoner in this camp. I dare not trust any of the soldiers. 

Later — 

Another laborer is lost, presumed dead. His body has not been found. What manner of madness has seized us? 


Dig, Day 20 —1 lay awake tonight, and I hear the sounds of the insects in the desert. They tell me that a group of 
people come to our camp tomorrow afternoon. These people, though they may mean well, are already tainted by 
Corruption. The insects know. They sing their knowledge to each other and mock me. 

But their mocking is in vain, for I have understood their speech, and I believe I know the name of the city which 
Avery intends to destroy: it is called Singapore. 
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the direction has been ascertained, 
finding the body is easy. The murder 
site is a mere five meters from Scope’s 
tent. 

Once the Knights arrive at the loca- 
tion, read the following: 


The lightning flashes, briefly illu- 
minating the area. In the quick burst 
of light, the severed yet still helmeted 
head of a Victorian Regimental sol- 
dier stares at you, eyes wide, mouth 
hanging open in a silent scream. 

The head is propped atop the 
deceased's rifle, the latter driven 
through the headless corpse with 
great force, Dangling from the mouth 
is the soldier's Sacellum cross, hang- 
ing upside down. 

Drop the party’s Perseverance by 
one and have the make a check. 

An evidence analysis or Perception 
total of 12 on the body shows that 
there are what look like the marks of 
fingernails on the remains of the throat, 
as if the head was torn off by human 
hands. A find or Perception total of 18 
reveals several long strands of brown 
hair on the body. If the Knights have 
viewed the other bodies, a Mind total 
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of 8 reveals that the marks on the 
throat are identical to those on the 
corpses. 
The truth behind this gruesome in- 
cident is that Victoria wanted to kill 
Scope, but the sentry showed up un- 
expectedly, She killed the man, and 
with her flair for drama, set up the 
corpse as it is found, but then had no 
time to continue to Scope’s tent and 
finish the job. She is now back at the 
women’s tent, having slipped out and 
back. The other women noticed noth- 
ing. 

here are no tracks. The howling 
wind, driving rain, and shifting sand 
sees to that. 

Three rounds after the cry, ten sol- 
diers, Leftenant Welles, Brigadier 
Auchenford, Garreck, Alister Scope, 
and the Reverend arrive at the scene. 


Flags 
A Suspicion card played will make 


the Brigadier suspect a Storm Knight 
of the murder. 


Variables 


If the Knights were in Scope’s tent 
and managed to react immediately, 
they will seea blurry figure fleeing the 
murder site and heading in the direc- 
tion of the women’s tent. Remember 
that barging into that tent would be a 
breach of etiquette, and the Victorians 
will no doubt react with indignation 
to any accusation of one of the ladies. 

If the Knights had decided to do 
night time guard duty outside, allow 
one find or Perception roll, trying to 
beat a difficulty of 16. Success indi- 
cates that the Knight sees, through the 
storm, two figures struggling. The 
Storm Knights will be able to arrive in 
time to save the soldier's life and con- 
front Victoria, 

If Victoria escapes, she will try the 
next night to kill one of the male 
Knights. She will continue to make 
such attempts until she is destroyed. 
When she appears, have the Knights 
make a Perseverance check. 


Perseverance 
Awards 


The Knights receive one Persever- 
ance point for each of the following: 
obtaining information from Scope or 
his sword; observing the nail marks of 
strands of hair on the workers’ bodies; 
observing same on the sentry’s body. 
They receive two Perseverance points 
for viewing the corpses and two for 
viewing the sentry. 

If the Knights should defeat 
Victoria, give them two additional 
Perseverance points. 


Cut To... 


Once the evening's excitement is 
over with, cut to Scene Two, “Under 
the Sand.” The Knights will have 
plenty to occupy them in the day be- 
fore having to deal with Victoria again 
in the evening. 
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Act Three 


SCENE TWO: 
Under the Sand 


The Situation 


Standard. The following day, atten 
in the morning, workers discover a 
tomb entrance in dig site C. 

Read aloud or paraphrase: 


Come morning, the storm has 
ended. The tents held up surpris- 
ingly well. Yourgroupissitting alone 
in the mess tent, having alight break- 
fast of tea and scones. 

Let the party have a chance to talk, 

‘haps discussing events of the night 
before. They have complete privacy. 
After a few minutes, continue reading 
aloud: 


A cry goes up from some workers 
in one of the dig sites. Archaeologists 
and other workers dash over, and a 
cheer goes up. 

The workers have found an ancient 
tomb. It will take them a while to clear 
a decent passageway. Exploration of 
the tomb is set for one o'clock, right 
after lunch. 

Keep in mind that the tomb isin the 
Orrorsh dominant zone, due to the 

ice of the hardpoint. 

Snee will dash off to his tent to 
report the find. If none of the charac- 
ters are paying attention to the labor- 
ers’ reactions, then noone notices Snee 
leave. If the characters are watching 
the workers, a find or Perception total of 
11 will reveal that Snee has wandered 
off. If the Knights follow, he will have 
finished broadcasting his message to 
his superiors by the time they arrive at 
his tent. 


The Action 


Garreck, Scope, Victoria (if she's 
still alive), Lenore Garreck, the Briga- 
dier, and three workers (one of them 
Snee), will descend into the tomb. Asa 
matter of courtesy, the Knights will be 
invited along. 

Read aloud or paraphrase: 


Your group clambers down the 40 
feet into the large pit, where the rest 
of the explorers are already clearing 


at 


away sand and other debris from the 
doors. 

The four workmen begin work at 
removing the seals from the stone 
double doors. There is a feeling of 
electric anticipation in the air. 

At last, the doors are pulled open, 
and a blast of millennia-old stale air 
assails the group as fresh air rushes 
in, 


The Tomb 


Consult Mapy: “TheUnderground 
Temple,” while the Knights move 
through the Egyptian tomb. This area 
containsan eternity shard. Iftheshard 
is removed from its resting place, a 
number of traps will be triggered. 
These are explained under individual 
location entries. 


Main Chamber 


This room contains a beautiful sar- 
cophagus flanked by four hieroglyph- 
inscribed pillars. In the far corners 
stand large clay jars. 

Reading the hieroglyphs requires a 
hieroglyphics total of 12. If none of the 
Knights can read it, one of the archae- 
ologists will. say “Prince Ahun- 
Tet, exiled from the court of Pharaoh. 
A curse on any who defile his tomb, 
for they shall suffer the same fate as 
he, exile from those he loves.” (The 
curse is a bluff.) 

One jar contains the Prince's or- 
gans, carefully preserved. The other 
contains a selection of two dozen jew- 
npea each worth 1,000 sterling. 

e Prince’s mummy is a typical 
corpse, well preserved and stuffed 
with flowers, spices, onions, and 
garlics, 

Inside his chest cavity is a scroll 
(hieroglyphics total of 12 to read it). It 
reads, “The earthen vessels that hold 
the Prince's treasure also mark the 
way to greater things. Seek what lies 
between them.” 

The scroll also contains a math- 
ematical spell: 


Confusion 


Skill: conjuration 

Difficulty: 15 

Number of Planets: 1 
Influence: Isis, Nepthys, Ptah 


Mathematicians casting this spell 
utter a confusing babble of equations 
and such, rendering opponents con- 
fused and stupefied. 

The s] com] his spell 
total with the target’s Mind. For every 
level of success achieved, the victim 
suffers one round of being unable to 
cast a spell, invoke a miracle, or use 
psionics due to an inability to concen- 
trate. All other Perception or Mind- 
based actions suffer a +2 to their diffi- 
culty. 

A section of the north wall is plas- 
ter, concealing a set of double doors. A 
find or Perception total of 14 is required 
to discover the doors. An Alertness 
card will also reveal the doors’ pres- 
ence. 

Should the Knights decide to go 

through the new doors, Garreck and 

the others will stay, but the archaeolo- 

gist will lend the Knights two workers 
‘one of them is Snee). 

The Victorians are interested only 
inthemummy. They believe that what 
lies beyond the secret doors is nothing 
more than workers’ tunnels and main- 
tenance shafts. They have no interest 
in accompanying the Knights. 


Corridor of Mummies 


This two-meter-wide corridor has 
recesses every four meters. In each 
recess is a sarcophagus containing a 
mummy. Each sarcophagus lid is 
coated with a dangerous contact poi- 
son (damage value 15, suffered ever 
round until poison is washed off wit! 
water —rubbing one’s handson cloth- 
ing or against a wall has no effect). An 
evidence analysis or Perception total of 
13 will reveal a strange sheen on the 
lids, as if some substance has been 
brushed on the outside. A scholar (realm 
lore) total of 11 will reveal that ancient 
Egyptians often covered mummy cases 
with poisons to protect their contents 
from thieves. 

When the Ankh of Raeternity shard 
is taken, the trap in this hallway is 
activated. Each mummy fires a poison 
dart at each Knight that steps on a 
pressure plate (Storm Knights must 
make a maneuver or Dexterity total of 
15 to avoid each pressure plate), The 
mummies “attack” witha missile weap- 
ons of 14, and the darts do damage 
value 12. If the darts score a wound or 
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1. Main chamber 

2. Corridor of 
Mummies 

3. Chamber of 


Knowledge 

4. Large hall 

5. Flimsy bridge 
6. Mummy chamber 
7. Shard chamber 
8. Granite block 
E Pressure plate 
@ Pillar 
E Mummy case 
@ Occult mummy 

case 


better result, the poison with which 
they are coated works its way into the 
bloodstream, doing damage value 13 
per round. A first aid total of 10 is 
required to drain the tainted blood 
and prevent the poison from killing 
the victim. 


Chamber of Knowledge 


Inthis hieroglyph-decorated cham- 
ber are five clay tablets with glyphs 
inscribed upon them. Each has a dif- 
ferent inscription: one features the 
Egyptian miracle mummify, another 
portent, another the engineering spell 
find the path, a fourth the mathematical 
spell death shout. The fifth has been 
affected by the Orrorshan hardpoint 
and now lists the resurrection ritual 
(see Appendix: This Evil Reborn). 

When the eternity shard is taken, 
thetrapin this roomisactivated. When 
explorers step on the northern hall- 
way pressure plate, the floor opens up 
toreveala huge pit (three meters deep), 
filled with asps, scorpions, poisonous 
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spiders, and centipedes. The creatures 
come from underground, and have 
used small cracks in the pit walls to 
gain entry. 

If the party was running down the 
darkened hallway, the first rank of 
Knights must generate acrobatics or 
Dexterity totals of 12 to avoid falling 
in. Each subsequent rank of Knights 
need only generate totals of 10, as they 
know the pit is there. 

If the Knights were walking down 
the hallway, they can easily see the pit 
opening before them. Long jumping or 
Dexterity can be used to try to leap 
over the pit to the Corridor of Mum- 
mies. The Storm Knight must make an 
acrobatics, maneuver or Dexterity total 
of 16 to avoid tumbling onto the pres- 
sure plate. The mouth of the hole hasa 
length value of 3. 

Anyone falling into the pit suffers 
a damage value equal to their weight 
value plus 5. 

Once in the pit, a Knight suffers 
damage value 16 per round from as- 
sorted snake bites. A Strength total of 


10 is needed for someone to pull the 
Knight out. Getting out of the pit un- 
aided requires a climbing or Strength 
total of 12. 

Help from the Victorians will prob- 
ably not be forthcoming. They are far 
too absorbed in their mummy, and 
won't be coming this way for hours at 
least. 


Large Hall 


This hall is decorated with more 
hieroglyphs. The northern section, 
where the hall turns east, is made of 
flimsy plaster. 

When thetrapis sprung, thedouble 
doors beyond it burst open. This causes 
ahugeamountofcausticslimetocome 
smashing through the weak plaster 
wall and flooding the corridor. The 
slime has a damage value of 18 per 
round of exposure. It not only affects 
living tissue, iteats through armor. All 
armor must be “attacked” by theslime. 
Thearmor'’s Toughness equals theadds 
itconfers to theuser’s Toughness. Thus, 
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Akashan kineticarmor resists the caus- 
tic slime with a Toughness of 10. 

A hieroglyphics total of 13 is neces- 
sary to read the walls, but they have 
nothing of import to say 


Flimsy Bridge 


This cavernous chamber has a nar- 
row stone bridge spanning a chasm. 
Within the chasm are hundreds of 
hungry rats, chattering and squealing. 
The chasm is 25 meters deep. 

The bridge can only support two 
humans at a time. For purposes of 
weight determination, one human 
equals two dwarves, one giant equals 
two humans. 

Any greater amount of weight 
causes the bridge to collapse into the 
rat chasm. Anyone falling into the 
chasm suffers damage value 12 per 
round from all of the rat bites. The rats 
crawl into armor and such, so vests 
and armor provide no protection. Ba- 
sically, the victim is covered in rats. 
(On the other hand, landing on nice, 
softrats eliminates the problem of fall- 


ing damage.) 

Negotiating the bridge requires an 
acrobatics or Dexterity total of 10. Fail- 
ure indicates a fall into the rats. If the 
Knight fails, he gets to attempttocatch 
himself —a Dexterity total of 12 means 
he has fallen, but is holding on to the 
stonework with one hand. A Strength 
total of 10 is needed to get back on to 
the bridge. A Strength total of 8 is 
required to pull someone else back on 
to the bridge. 

The rats have gained access to the 
chasm by means of the concealed tun- 
nel (see following Event). 


Event 


Aconcealed tunnel at the bottom of 
the chasm is home to a group of 
Orrorshan wights that have come up 
from the Land Below. When the last 
Storm Knight is halfway across the 
bridge, the wights attack him and try 
to drag him into the chasm. 

Thechasm tunnel isone meter wide 
and slopes downward into the earth at 


a very steep angle. The tunnel leads to 
the Abominari Temple in the Land 
Below. 

Have the Knights generate a Perse- 
verance total when they first see the 
wights. 


Wights (6) 

Reality: Orrorsh 

DEXTERITY 11 

Dodge 14, maneuver 13, stealth 13, 

unarmed combat 14 

STRENGTH 15 

Climbing 16 

TOUGHNESS 16 

PERCEPTION 13 

Tracking 14, trick 15 

MIND 8 

CHARISMA 3 

SPIRIT 16 

Intimidation 18 

Possibility Potential: none 

Natural Tools:claws, damage value 
STR+3/18 plus life drain; teeth, dam- 
age value STR+2/17 plus life drain 

Powers: animal control, life drain 

Corruption Value: 14 

Fear Rating: 1/2 
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Weakness: sunlight (severe) CHARISMA 3 reveal that which is hidden. 

True Death: a flaming weapon Taunt (13) Powers: Adds +3 to find and evidence 
which py aioa eiga SPIRIT 15 analysis totals. Three times a day, the 
body (at least six wi |s). Intimidation 20 Ankh can be commanded to shed a 

Description: Wights appear as Possibility Potential: none powerful light in a 20 meter radius, 
ghastly white, bloated corpses still Powers: resistance to normal weapons which nullifies all darkness, regard- 
dressed in the remains of their burial Corruption Value: 16 perake s whether it’s caused by magic, 
clothing. Their teeth are pointed and Fear Rating: 1 Tene bots pee Faka or otherwise. 
their fingers are unnaturally long and Weakness: fire (severe) 
wickedly curved. True Death: Destruction of their Caley teens Es 

sarcophagi (TOU 20). Restrictions: Possibilities tapped 
Mummy Chamber fromthe Ankhcanonlybeused when 
: P Shard Chamber seeking knowledge (research, find,evi- 

This chamber has four sarcophagi dence analysis, scholar, science) or re- 
standing upright. Each contains a The most unusual thing about this vealing it to others (language, persua- 
mummy,transformedbytheOrrorshan chamber is that it is lit bright as day. sion). 
axioms. They will attack the Knights if An orb that represents Ra 
the Knights attempt to enter the Shard hovers near the middle of the ceiling, 

Chamber, or if the Knights open the giving light to the chamber. Event 
sarcophagi and begin attacking them. This room is seven meters in width. 

x The room is bare save for a four- Once the Ankh is found, the two 
Mummies (4) meter-high statue of Anubis, with an laborers, if present, give a aa of dread 

Reality: Orrorsh ankh on a chain around his neck. The andrunoutofthe chamber. Saaai 

DEXTERITY 6 golden ankh has veins of red and blue anact—he'sheading for his tentto. 

Unarmed combat 12 running through it, for itisan eternity his Nile masters. 

STRENGTH 15 shard. When the Ankh is taken, it springs 

TOUGHNESS 20 The Ankh of Ra the temple's elaborate trap. An Anubis 

PERCEPTION 3 r wah ae Walking God smashes through the 

Tonn Possibilities: 40 floor’s stone blocks (marked “X” on the 

5 i map) and attacks the Knights. If they 
Tay Difficulty: 15 
bia eet La Ae nii TUAR puree: 


echanics of the Trap 


Removal of the Ankh from 
Anubis’ neck puts all traps in 
motion. Until the Ankh is re- 
moved, the pressure plates, etc. 
are inert. Things happen in the 
following order. Note that some 
thingsareti: lent, while 

gs: pilerien vas ae 

* Round after Ankh is taken: 

alking god erupts from floor, 
attacks Knights. 

* The round Anubis is de- 
feated: Walls and ceiling begin 
toshake, stonework begins crum- 
bling, iron ball emerges. 

+ Second round: Granite block 
begins to slide out of recess, to 
seal off corridor. 

 Fourthround: Block in place. 
Poison gas begins filling sealed 
off area (damage value 15). 

Fifth round: Shard Cham- 
ber caves in. 


+ Sixth round: Mummy 
Chamber caves in. 

+ Seventh round: Flimsy 
bridge caves in. 

+ Eighth round: Large hall 
caves in. 

e Ninth round: Chamber of 
Knowledge caves in. 

* Tenth round: Corridor of 
Mummies caves in. 

— Pressure plate to the left of 
stone block is pressed: the caus- 
tic ooze rushes out. The ooze 
moves at a speed value of 8. 

— Pressure plate in northern 
corridor next to Chamber of 
Knowledge is pressed: floor 
one open, revealing the ver- 


© Donated plate in eastern 
corridor next to Chamber of 
Knowledge is is pressed: mum- 


mies in area Corridor of Mum- 
mies fire their eye darts as vic- 
tims walk by. 

Anyone in a room when it 
caves in automatically suffers 
cave-in damage. Damage value 
for room cave-ins is 25, ignoring 
victims’ armor. The victims are 
also trapped under rubble, re- 
quiring a lifting or Strength total 
of 18 to extricate oneself. A 
Strength total of 15 is necessary 
for someone else to pull one out 
of the rubble 

If the room before a Knight 
hascaved in,aclimbing total of 14 
is required to make their way 
over the rubble. Failure means 
they haveslid back into the origi- 
nal chamber. If a setback occurs, a 
Knight might twist her ankle 
among the rocks. 


Anubis Walking God 

DEXTERITY 8 

Dodge 12, maneuver 12, melee 

weapons 10, unarmed combat 11 

STRENGTH 16 

Lifting 18 

TOUGHNESS 19 

PERCEPTION 14 

Find 15, trick (15) 

MIND 12 

Test (16) 

CHARISMA 9 

Taunt (16) 

SPIRIT 13 

Intimidation 18, reality (Nile Em- 

pire) 14 

Possibilities: 20 

Inclination: Evil 

Natural Tools: eye beams, find to 
hit, damage value akin to slow spell 
with value 24 

Equipment: two-handed sword, 
damage value STR+9/25 


Granite Block 


Once the trapisactivated, this huge 
granite block begins to slide out of its 


at 


recess, sealing off the corridor. It takes 
three rounds to do so completely. 
Block's Toughness is 30. 


Event 


Once the Anubis Walking God is 
defeated, a low rumble sounds, and 
the walls begin to develop cracks. The 
floor shakes. 

From out of the wall behind the other 
statue of Anubis (the one that had been 
wearing the ankh) comes a spiked ball 
of iron, three meters in diameter, rolling 
at a speed value of 10, courtesy of engi- 
neering magic. Itrollsthrough theShard 
Chamber and the Mummy Chamber 
and on to the flimsy stone bridge. The 
bridge collapses once the ball gets half- 
way across it. 


Iron Ball 
Toughness: 30, damage value: 25, 
speed value: 10 


If a victim suffers a heavy wound or 
better from a hit, he is stuck to a spike 
and isnow rolling with the ball, suffer- 
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ing an additional damage value of 15 
for each stuck round. The ball has no 
multi-action penalty for running over 
more than one Knight. 


Dividing the Spoils 


The Victorians wish to keep the 
Ankh, great archaeological find that 
is. Hefty persuasion will be required to 
get them to give it up, and on this 
subject, they are hostile. 

IfScope has not yet shared his infor- 
mation on Wellington with the Knights, 
he will do so now, as they have shown 
their resourcefulness by obtaining this 
artifact. When they return to thecamp, 
he will tell them what he knows, give 
them his journal (handout 2), and the 
sword. 

If the Knights have not obtained the 
shard, they will have to rely on persua- 
sion to get Scope to talk. 
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A Dark and Stormy 
Night ... 


A violent sandstorm will spring up 
that night, effectively postponing any 
plans the Knights had to leave until 
the next day. This gives them the 
chance to steal the shard if they have 
not been able to obtain it any other 
way (there will bea number of sentries 
equal to the number of Knights posted 
as guards). 

Tfsheisstill alive, Victoria will make 
an attempt to seduce and then kill one 
ofthemale Knights during theevening, 
giving the Knights a chance to defeat 
her. 


Variables 


If the Knights turn down the 
archaeologist’s offer to explore the 
tomb, or do not explore the secret ar- 
eas, one of the laborers will find the 
Ankh and set off the traps. He will 
stumble into the Main Chamber, on 
the verge of death, shard in his hands. 
The Nile attack will still take place at 
dawn of the next day. 

If the Knights neutralized Snee be- 
fore the expedition went down into 
the tomb, Scene Four will still occur, 
since Snee is supposed to check in 
three times a day: sunrise, noon, sun- 
down. The attack will come at dawn. 


Perseverance 
Awards 


Award the Knights one Persever- 
ance point for this scene. If they suc- 
ceeded in obtaining Scope’s journal 
and sword, award them two more 
points. 


Cut To... 


As the sun rises over the desert the 
next morning, cut to Scene Four “The 
Pulp Raid.” 


SCENE FOUR: 
The Pulp Raid 


The Situation 


Dramatic. The secret Nile contin- 
gent, alerted by Snee, swoops down 
on the camp, intent on getting the 
eternity shard. 

Read aloud or paraphrase: 


You are awakened from a sound 
sleep by the sound of a tremendous 
explosion that rocks the camp. Thisis 
followed by harrowing screams, rifle 
fire and the distinctive noise of mo- 
torized vehicles coming nearer and 


If the Knights look out their tent 
flap to see what the trouble is, read: 


The first thing you see is the statue 
that had stood in the middle of the 
camp, now blown to rubble. In the 
distance, laborers explode into 
flames, apparently caughtin an axiom 
wash. 

But what is most stunning is the 
sight of a horde of machinegun- 
wielding shocktroopers, many on 
foot, some in jeeps, roaring down on 
the Victorian camp. A pair of Nile 
tanksare alsoclosingin, whileathird 
tank explodes, a victim of Victorian 
artillery batteries. A pair of recon- 
naissance vehicles roar past the tanks, 
machine guns blazing. 

The Regimenters are lined up in 
skirmish formation, firing at the Nile 
shocktroopers and being cut downin 
hails of lead for their troubles. 

Even in the confusion of battle, 
you cannot miss the sight of two cos- 
tumed figures hovering ten meters in 
the air above the battle, shouting or- 
ders and laughing insanely. 


The Action 


Theencampmentis underattack by 
Nileshocktroopers led by two villains, 
Dr. Totten and the Scarlet Asp. Using, 
a Victorian field piece purchased on 
the black market, the Asp had the 
Orrorshan hardpoint blown up. Domi- 
nant Nile is now flooding back into 
this area, causing Ord laborers to per- 
ish as they transform a second time. 


Veteran Shocktroopers (50) 

DEXTERITY 9 

Beast riding 11, fire combat 12, 

heavy weapons 12, unarmed com- 

bat 12 

STRENGTH 9 

Climbing 10 

TOUGHNESS 9 

PERCEPTION 7 

Find 9, first aid 9, tracking 9, trick 9 

MIND 7 

Survival 9, test 9, willpower 12 

CHARISMA 7 

Taunt 10 

SPIRIT 9 

Faith (Egyptian) 12, intimidation 

12 

Possibility Potential: some (55) 

Equipment: KK81, damage value 
19, ammo 24, range 3-40/400/ 1k; gre- 
nades (2), damage value 19, explosive 
burstradius,0-3/8/15; bayonet, dam- 
age value STR+4/13; field kit 


Mk 13-Khepera Tanks (2) 

TOU 27; speed value 60/40/11; 
crew 4; armament: 75mm gun, dam- 
age value 27, ammo 1, range 100-600/ 
1k/2.5k; two 30mm Khaifus, damage 
value 25, ammo 11, range 3-250/1k/ 
2k 


MC2 Serseru (2) 

TOU 26; speed value 100/60/12; 
crew 3;armament: Kocha machinegun, 
damage value 22, ammo 5, range 3- 
100/600/1k 


Senehem Jeeps (6) 
TOU 15; speed value 150/100/13; 
crew 4 


Scarlet Asp 
DEXTERITY 12 
Acrobatics 13, dodge 16, melee 
weapons 14, running 13, stealth 15, 
unarmed combat 15 
STRENGTH 10 
Climbing 12 
TOUGHNESS 10 
PERCEPTION 13 
Find 14, first aid 15, hieroglyphics 
14, land vehicles 15, scholar (Terran 
Mystery Men and villains) 14, 
scholar (master criminal) 16, trick 
16 
MIND 12 
Test 14, weird science 16, willpower 
15 
CHARISMA 14 
Charm 19, persuasion 18, taunt 18 
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SPIRIT 12 

Intimidation 14, reality (Nile Em- 

pire) 16 

Possibilities: 28 

Inclination: Evil 

Equipment: Asp headband: TOU 
12, powers: dispersal 20, electro-ray 20; 
asp staff: TOU 15, powers: force field 
20, flight 15, mind control 17; skimpy 
costume, lots of gold jewelry, scarlet 
high heels 

Description: The Scarlet Asp is the 
typical pulp villainess: she mixes her 
evil in with a healthy dose of sex ap- 


peal. She will use her charms on males 
whenever she stands to gain by doing, 
so. She has a malicious sense of hu- 
mor, and loves toinjure women whom 
she perceives as being more attractive 
than herself. 
Doctor Totten 
DEXTERITY 10 
Dodge 14, fire combat 14, flight 12, 
heavy weapons 13, maneuver 13, 
melee combat 14, unarmed combat 
m 
STRENGTH 9 
TOUGHNESS 10 


Ames 


xe 


PERCEPTION 11 

Air vehicles 16, Egyptian religion 

12, evidence analysis 13, find 12, 

land vehicles 12, language 12, 

scholar (burial customs) 17, scholar 

(Nile realm lore) 15, scholar (mas- 

ter criminal) 13, trick 16 

MIND 12 

Artist (organist) 15, hypnotism 14, 

medicine 15, test 14, weird science 

15, willpower 14 

CHARISMA 11 

Charm 15, persuasion 15, taunt 17 

SPIRIT 10 

Faith (Egyptian) 13, intimidation 

16, reality (Nile Empire) 13 

Possibilities: 13 

Inclination: Evil 

Pulp Powers: Brainbuster, value 17; 
withering touch, value 20 

Equipment: Skull suit, armor value 
TOU+5/15;9mm Luger, damage value 
15, ammo 8, range 3-10/25/4 

Description: Young Otto Von 
Totten was an accomplished German 
ace during Terra’s Great War. After 
the war, he went into medicine, with 
an emphasis on developing weird sci- 
ence powers in humans. 

One day, Totten experimented on 
himself, and received the touch of 
death. Still chafing from the outcome 
of the Great War, he now is obsessed 
with death in all its forms. 

Totten is subject to mood swings; at 
onemoment heis aristocratic, cultured, 
and droll; another moment, he is filled 
with thoughts of death and destruc- 
tion. 


Running the Battle 


The shocktroopers have orders to 
target Storm Knights first, since they 
constitute the greatest threat. If Snee 
got any messages out, the attackers 
know exactly who the Knights are. 

The Knights, before they get a 
chance tosplit up into pairs or solo, are 
attacked by two Senehems (each with 
four troopers) and two dozen 
shocktroopers on foot. Three rounds 
later, a Serseru joins in the fray. Three 
rounds after that, a Khepera tank en- 
ters the battle. 

After the Knights have had a total 
of ten rounds of combat, gamemasters 
should gauge the overall battle by how 
successful the heroes have been. If the 
Knights have dealt with all of the Nile 
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forces thrown at them, they face a 
showdown with the pulp villains. Scat- 
tered kets of Nile resistance will 
reds Victorians out of this show- 


sort the 
by the Nile 


treating or Lat over 50 percent 
casualties (dead, d or uncon- 


scious), the Nile forces rout the Victo- 
rians, who flee south. The vil- 
lains’ focus now becomes form 
Knights, whom they believe must have 
the shard Sek malatar | door 
not is another story). 

Note that the villains will try to 
incapacitate the Storm Knights rather 
than kill them outright, The Knights 
are to be taken alive. However, ifsome 
Knights seem to be rather successful at 
inflicting woundson the villains, those 
eset will be slain, probably by a 

enthusiastic Dr. Totten. 
goals of the villains are to get 


shard, get any death-re- 
sae and capture some Storm 


Event 


If (somehow) Victoria Sigurd is still 
alive at this point, she will use the 
confusion to try to kill Scope. The 
fessor, meanwhile, will have his frag- 
ile mind snap at the sight of the car- 

of battle. 
inless a Storm Knight was specifi- 
cally assigned to watch Scope, the 
ts require a find or Perception roll 
of 1 Ge ene ie tals, One roll is 
made per group of Storm Knights per 
round. 


Ending the Battle 


Ifthe Nile forcesare| the battle, 
the Scarlet Asp and Dr. Totten will 
beat a hasty retreat using their flight 

ers. They will disay over the 
vorthern dunes, hi 

Defeated shocktroopers will lay 
down their arms and surrender. Inter- 

tion of the: or track- 
ing (difficulty 3) them back tothesource 
of the attack will reveal that on the 
other side of the north dunes, a cam- 
ouflaged base exists. 


aa 


The Nile 
Encampment 


Refer to Map 10, “The Nile Base,” 
while running this section. 

This secret base was built 18 months 
ago. The entrances are concealed by a 
camouflage net (find or Perception total 
of 18 to uncover the door), The base 
has a total complement of 100 
shocktroopers. 


Barracks and Mess Hall 


There are two barracks, each hold- 
ing 50 shocktroopers. 


Temple 


The air is filled with the smell of 
incense. Dominating the roomisa solid 
gold statue of Sebek, the crocodile god. 
Faith and focus attempts when invok- 
ing miracles receive a +2 
bonus in this shrine, while attempts to 
invoke other miracles suffer a +2 to the 
difficulty numbers. 


Priests’ Quarters 
Each room contains a priest of 
Sebek, a simple cot, a holy symbol of 
Sebek, a lamp, and a miniature altar 
for personal worship. 


Priest of Sebek 
DEXTERITY 9 
Dodge 12, maneuever 11, melee 

ms 12, stealth 12, unarmed 

combat 10 
STRENGTH 9 
TOUGHNESS 9 (11 with mask) 
PERCEPTION 11 
Egyptian religion 14, find 12, first 
aid 13, hierogyphics 14, language 
13, mathematics 12, scholar (as- 
tronomy) 13, trick 13 


MIND 9 

Test 12, willpower 11 

SPIRIT 11 

Faith (E; religion) 14, focus 

13, intimidation 12, reality (Nile 

Empire) 14 

Possibilities: 2 

Inclination: Evil 

Equipment: h sword, dam- 
age value STR+5/14; Sebek holy sym- 


bol, golden crocodile mask: increases 
Toughness by two, electro-rays shoot 


from the mask’s eyes (value 16) usable 
every other round. 


Scarlet Asp’s Room 


Plush scarlet furniture, rug, pillows, 
and bunting decorates this room. The 
air smells of musk incense. 

The musk incense isa weird science 
creation which works on male Storm 
Knights. For every round spent inside 
the room, each male Storm Knight is 
“attacked” by the scent (value 18). The 
scent’s total is compared to the Storm 
Knight's Mind or willpower. The result 
is read on the General Results Table: 

Minimal/Average: No effect. 

Good: Victim’s Mind temporarily 
drops by -1. If the victim is removed 
from the incense, he will return to 
normal in one hour. 

Superior: The victim will be unable 
to muster the will to fight the Scarlet 


Spectacular: The victim will not only 
be unable to fight the Asp, he will feel 
compelled to protect her from those 
who would cause her harm. 

A secret panel (find or Perception of 
18 to spot) leads to a corridor that 
takes the user to the submarine pens. 


Doctor Totten’s Room 


Painted black, this room is filled 
with statues and symbols of death. A 
secret panel (find or Perception of 18 to 
spot) leads to a corridor that takes the 
user to the submarine pens. 


Major Teth-Ra’s Room 


This man is the leader of the Nile 
garrison. The room has a bed, desk, 
anda few chairs. A secret (find or 
Perception of 18 to spot) leads to a 
corridor that takes the user to the sub- 
marine 

Inside the Major's desk (which is 
unlocked) are his orders: 

Wait for word from Snee the Mole 
regarding si t finds at the Vic- 
torian dig. If one is found, strike the 
dig, take the artifact, and kill all the 
Victorians. 

Also, use the submarine to wreak 
havoc on Red Sea shipping. Victorian 
vessels are fair game. 

The orders are signed by Over- 
governor Neteru. 
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To Sub Pen (2 km) ——— 


1, Barracks 

2. Mess hall 

3. Temple 

4. Priest's quarters 


5. Scarlet Asp 

6. Dr. Totten 

7. Major Teth-Ra 

8. Dr. Weinermeyer 


9. Cells 

10. Ammo dump 
11. Motor pool 
12. Weird science lab 


13. Hangar 
14. Motorcycles 
wm Secret door 


Major Teth-Ra 
DEXTERITY 10 
Dodge 12, fire combat 16, maneu- 
ver 14, melee combat 12, running 
14, stealth 14, unarmed combat 13 
STRENGTH 11 
TOUGHNESS 11 
PERCEPTION 9 
Find 11, hieroglyphics 12, land ve- 
hicles 13, scholar (military strategy) 
15 
MIND 10 
Willpower 12 
CHARISMA 10 
Persuasion 14, taunt 12 
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SPIRIT 8 

Faith (Egyptian religion) 9, intimi- 

dation 14, reality (Nile Empire) 10 

Possibilities: 6 

Inclination: Evil 

Equipment: 9mm Luger, damage 
value 15, ammo 8, range 3-10/25/40; 
khopeshsword, damage valueSTR+5/ 
16) 

Description: Teth-Ra is an ambi- 
tious man who wishes to rise in favor 
with Overgovernor Neteru. A mili- 
tary genius, he employs strategy and 
values patience. 


Dr. Weinermeyer’s Room 


Filled with clutter, dirty clothes, and 
stacks of books, this is the room of a 
weird scientist. 

Among the debris is: four housings, 
eightboosters,sevencompensators, four 
possibility capacitors, three power 
plants, 17 adaptors, and 25 caps. There 
are also numerous tools for use in the 
construction of weird science gadgets. 


Doctor Hans Weinermeyer 
DEXTERITY 7 
Fire combat 9, running 9 


a 


STRENGTH 8 

TOUGHNESS 8 

PERCEPTION 13 

Evidence analysis 16, find 15, lan- 

guage 14, mathematics 14, scholar 

(electronics) 15, scholar (Nile realm 

lore) 16 

MIND 13 

Hypnotism 16, weird science 19 

CHARISMA 7 

SPIRIT 10 

Possibilities: none 

Inclination: Evil 

Equipment: 9mm Luger, damage 
value 15, ammo 8, range 3-10/25/40; 
weird science toolkit, lotsof pens, pocket 
protector, monocle 

Description: Doctor Weinermeyer is 
from Terra’s Germany. He is 60 years 
old and hasa huge mop of white hair on 
his head. A bit absent-minded, he is still 
a brilliant weird scientist 


Cells 


Great forimprisoning captured Storm 
Knights. Locks on the steel doors re- 
quire lock picking totals of 20 to open. 


i 


Ammo Dump 


Boxesand crates filled withammuni- 
tion for tanks, planes, and small arms/ 
rifles of the Nile Empire. If the dump 
blows up, it will take the complex (and 
half the hillside) with it. 


Motor Pool 


This area contains repair/refuelling 
facilities for the motor vehicles. The ve- 
hicle inventory includes: 


Mk 13-Khepera Tanks (3) 

TOU 27;speed value 60/40/11;crew 
4; armament:75mm gun, damage value 
27,ammo1,range 100-600/1k/25k;two 
30mm Khaifus, damage value25,ammo 
11, range 3-250/1k/2k 


MC2 Serseru (3) 

TOU 26;speed value 100/60/12;crew 
3; armament: 30mm Kocha, damage 
value 22, ammo 5, range 3-100/600/1k 


Senehem Jeeps (10) 
TOU 15; speed value 150/100/13; 
crew 4 
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Troop Trucks (6) 
TOU20;speed value 100/60/12; pass 
16 


Weird Science Lab 


This huge room glows with the light 
of dozens of electronic tubes and wires. 
Lightning crackles between electrodes, 
and the smell of ozone fills the air. 

This is the lab where Doctor Weiner- 
meyer practices his scientific experi- 
ments. The evil doctor can be found in 
the lab from 8 a.m. to midnight. 

His prideand joy is the Enneadotron 
The Ennead is the term for the most 
powerful gods of the Egyptian religion. 
The gizmo is a weapon which has four 
settings, each one producing a power 
similar to that of an Egyptian god. The 
settings are: 

Set: death ray (value 25) 

Ra: flash (value 20,stun damage only, 
victims have +6 added to the difficulty 
numbers of all skill attempts requiring 
sight for three rounds following attack). 

Isis: mind control (value 25) 

Anubis: fear (value 20) 
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In order to use the device, a weird 
science total of 12 must be generated. 
Unskilled individuals may attempt to 
use it, generating a total of 17. 
Failure results in a setback for the user. 


Hangar 
Housed in here are: 


PM 1 Paket Fighters (6) 

TOU 27; speed value 600/380/16; 
crew 1, armament: two .30 Khaifu 
machineguns, di value 25,ammo 
11, range 3-290/1k/2k 


“Horus” Cargo Transport 
TOU 22; speed value 400/250/15; 
. 24; armament: one turret with 
-55Onslaught, vc. aaa 
8, range 3- 250/1k/ 

This plane can be used to get the 
Storm ts back to The 
nearest landing place within thatrealm 
is New London (Padang). 


Motorcycles (12) 

TOU 12; speed value 150/100/13; 
pass 3 

These motorbikes are stored here to 


enable troops to move to the 
secret und rine pen 
two kilometers to the east. 


The bikes each have a sidecar, and 
there is enough room for someone to 
ride behind the driver. 


The Sub Pen 


This pen houses one of Mobius’ 
submarines, which patrols the Red Sea 


base. Note that 10 of the base’s 
shocktroopersarealwayson duty here. 


Nile Submarine 

TOU 25; speed value25/15/9;crew 
40; armament: four torpedo tubes, 
damage value 34, ammo 1, range —/ 
1k-20k/40k;one75mm deck gun, dam- 
age value 28, ammo 10, range 400-1k/ 
6k/15k 


Variables 
If the Knights have not gotten the 
needed fore cnt from Le 


fore he goes insane, they will 
able to get anything coherent front 
him. However, they can still look at 
his journal and recover his sword. 

If, by some mischance, the Knights 
have not obtained the sword, they're 
going to have to get an enchanted 
blade from somewhere. Maybe it's 
time for a side trip to Aysle ... 

If the Nile forces win the big battle, 
Asp and Totten will fly the surviving 

ts to the secret base. There, the 

male hero with the Charisma 
becomes the plaything ofthe Asp while 
his comrades are tortured by Totten. 

Once both villains have had their 
fun, the heroes are flown to Thebes 
and turned over to Mobius for interro- 
gation and more fun. 

Should the Knights not find the hid- 
den Nile cargo plane, they can easily 


head back to Port Sudan and hire a 
plane to get them back to Orrorsh. 


Flags 


A Nemesis card played here will 
make either Asp or Totten an arch- 
enemy. If the Knight is female, the Asp 
becomes the Nemesis. 

t finds himself 


A male Storm 
in love with if the Ro- 
se grt that 


mance card, or, the Asp 
the Knight may be good for a brief 


Act Awards 
Defeating the Nile forces and gain- 
ing the information on Wellington's 


If the Victorians were wiped out, 
a the Knights only four Possi 


eternity shard, or caj 
n atning the tery villains are 


actiona worth oge Possibility each. 
Cut To ... 


Once the Knights leavethe Nileand 
head back to Orrorsh, cut to Act Four. 


Act Four 


Act Four 


Recurring Fears 


The Major Beat 


The Storm Knights land in New 
London (Padang), and have a chance 
to explore the city and hopefully make 
contact with the Sign of Six. 

After trekking through the jungle, 
encountering obstacles and meeting 
gypsies, the Knights arrive at the For- 
tress of the Dead and deal with the 
Ayslish menaces therein. 

Crossing the channel into Sing- 
apore, the heroes have the option of 
encountering Skutharka before facing 
off against General Avery Wellington 
and his bodyguards. 


SCENE ONE: 
Merry Olde 
New London 


The Situation 


Standard. The Storm Knights have 
achance to explore New Londona bit, 
and perhaps rest up before they pro- 
ceed any further. While in the city, 
they can find the Sign of Six headquar- 
ters and try to obtain the Peace Rose 
they need to stop Wellington. 

When the Storm Knights arrive in 
New London (see Map 13), read aloud 
or paraphrase the following: 


The former Core Earth city of 
Padang, now called New London, 
sprawls before you. Gone are the 
power lines, street lights, television 
antennae, and othersigns of the mod- 
ern age. In their place, old chimneys 
and smokestacks dot the cityscape. It 
is as if you have stepped into a 
Sherlock Holmes story. 

In New London harbor, steam- 
ships and warships of a bygone era 
dock orset sail, with burly longshore- 


men loading and unloading cargo. 

On the streets, people either walk, 
ride horses, or use horse-drawn wag- 
ons or black hansom cabs. Instead of 
electric street lights, gaslight lamps 
dot the major thoroughfares. 

Even modern clothing has been 
changed. Women wear long dresses, 
shawls, and floppy hats or bonnets, 
while men wear suits and top hats or 
derbies. The native Indonesians you 
see are dressed in either rags or ser- 
vants’ clothing. 

One more manifestation of Victo- 
rian reality is immediately obvious: 
the air is chilly and damp; rain and 
fog abound. 


The Action 


The Knights can wander around 
the city for a while, if they wish. The 
following are descriptions of some of 
the points of interest in New London. 
The city may be a good place to stock 
up onarms, equipment and/or provi- 
sions. Note that the only equipment 
available is of Victorian vintage. 


The Bell and Whistle Pub 


One of the most popular pubs in 
New London, i prime source of 
rumors and gossip. Many off-duty 
sailorsand Victorian soldiers frequent 
it. 

Among the latest bits of gossip: 


* Lord Bryon Salisbury will be return- 
ing to Victorian society very soon, 


* General Avery Wellington has gone 
off to Singapore. He set sail on the 
HMS Vixen several days ago, and 
ought to arrive in Singapore by tomor- 
row. 


* The Japanese have been doing ex- 
tensive trade with the Victorians. 

* For quite some time now, General 
Wellington has been ordering expedi- 
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tions to the underground caverns un- 
der Orrorsh. He seems especially keen 
on finding any books on magic, for the 
purpose of his personally destroying 
them, no doubt 


The gamemaster should feel free to 
insert his own campaign rumors, or 
those from Infiniverse, The Bell and 
Whistle is also a good place to insert 
interesting gamemaster characters 
from other realms. 


New London Public Library 


The best source of information in 
the city, and prime location to use the 
research skill. Most Core Earth books 
dealing with geography, history, mys- 
ticism, and religion are intact. The li- 
brary is open from 8 a.m, to 11 p.m. 


Police Headquarters 


The primary place of incarceration 
for criminals and unruly Storm 
Knights, It is always manned by at 
least 30 constables and a platoon of 


Victorian military, They are openly 
suspicious of non-Victorian Storm 
Knights snooping around on private 
property 

Chief Inspector Oliver Lessarde is 
the officer who deals with most non- 
Victorian Storm Knights. 


Regimental Headquarters, 
Queen’s Own 17th Lancers 


Colonel Percival Livingston, com- 
manding. Colonel Livingston isa hard- 
nosed, narrow-minded disciplinarian 
who gives long lectures about Victo- 
rian values, and dislikes anyone not 
Victorian. 


7th Regiment, Victorian 
Royal Order 


Colonel Harry Baker, commanding, 
Colonel Baker is a reasonable man, 
and a bit more open minded than the 
average Victorian military officer. 


rom YTT 


St. Christopher's Cathedral 


A Sacellum cathedral which has 
grown from a small church, run by 
Father Brian Shaw and the corrupt 
Deacon Ishmael Crawford. Both men 
live in a parsonage building attached 
to the church. 


Father Brian Shaw 
See page 51 of the Orrorsh source- 
book. 


Deacon Crawford 
See page 51 of the Orrorsh source- 
book. 


Sign of Six Secret Meeting 
Place 


The manor house at221 Rhodesland 
Street is the headquarters of the Sign 
of Six. The manor is owned by Dr. 
Angus Stormfield. Angus lives here 
with his butler, cook, maid, and two 
workmen, the latter acting as body- 
guards. 


Act Four 


Angus Stormfield 
See page 45 of the Orrorsh source- 
k. 


Angus has grown the Peace Roses 
on the grounds himself, and will not 
part with them unless persuaded. 
Angus starts out as neutral toward the 
Storm Knights, though if they have a 
signed letter by Professor Scope, his 
attitude is friendly. Any positive result 
will net the Knights one rose each. 

If the Knights manage to convince 
Stormfield of their intentions, he will 
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mention that a lighthouse exists near 
the Fortress of the Dead, located across 
the Strait of Malacca from Singapore. 
Artemis Bunn, the lighthouse-keeper, 
is a fellow member of the Sign of Six. 
Bunn can lend them boats to cross the 
sea to Singapore, but first they will 
have to travel overland to reach the 
lighthouse. 

Angus will also tell them he has 
heard that Karkthusa, Inc. in Singapore 
is allied with Wellington, and its of- 
fices might have valuable information. 


New London Graveyard 


Thereisnothing here ofsignificance, 
but the characters don’t know that. It 
ismerely ascary little place that proper 
Victorians avoid. 

Cruel gamemasters can always 
planta few ghouls or second-planting 
gospog in the various crypts. 


Event 


Nighttime in New Londonisagrim 
affair. The cobblestone streets are only 
dimly lit by gaslight, and a chilling fog 
brings a feel of mystery and danger. If 
the Knights are still being followed by 
techno-demons, one attacks at night. 


The Taint of 
Corruption 


While the Storm Knights are travel- 
ling in New London, unsettling things 
happen around due to the artificial 
corruption given them by the Gaunt 
Man. 


Gamemasters should feel free to 
include as many manifestations as are 
deemed appropriate. A good rule of 
thumb is, the longer they stay in New 
London, the more phenomena occur. 
Any temporary phenomena last for a 
few minutes, usually ending when 
more than one Knight notices it. 


Key 

1, Bell and Whistle Pub 

2. New London Public 
Library 

3. New Scotland Yard/ 
police office 

4. Regimental headquarters, 
17th Lancers 

5. Regimental headquarters, 
7th Regulars 


6. Saint Christopher's 
Cathedral 

7. Sign of Six meeting house 

8. New London graveyard 

@ Government buildings 

® Hotels 


@ Public buildings 
= Railroad 
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* When the ts walk by a small 
Sacellum church, the and bell 
tower collapse with a loud crash and 
bong (this happens only once). 

* The Knights cast no shadow (tempo- 
rary). 

* A Sacellum priest walks by. As soon 
as the Knights look at him, the priest’s 


cross cracks in two and falls off its 
chain. 

* Animals (dogs, cats, horses, mostly) 
howl, hiss, a inic in the presence 


of the Storm Knights (temporary), 


* The Knights’ footprints are shaped 
like those of a clawed beast (tempo- 
rary). 

* A rain of blood falls on the Knights, 
following them around, and stops af- 
ter one minute (temporary). 


* Talking to a citizen of New London, 
one Knight sees the person’s face 
change into a demon’s visage (tempo- 
tary). 

* As the Knights’ shadows fall upon a 
blind beggar, the man opens his eyes 
and joyfully announces that he can 
see. He takes one look at the Knights, 
screams “Devils!”, gouges his own 
eyes out, and collapses of a heart at- 
tack, his mouth locked wide open ina 
silentscream of fear (this happensonly 
once), 


Getting Out of 
New London 


There are no scheduled ship depar- 
tures for Singapore until next week. 
There are no flights, as all planes have 
transformed. 

If the Knights brought an aircraft 
and left it unattended, it has either: a) 
transformed into a hot air balloon and, 
unattended, drifted off, now flyin, 
somewhere over New Guinea, or b 
Victorian troops stumbled upon it, 
didn’t understand what it was, and so 
used it asa target for artillery practice, 
It is now in smoldering ruins. 

The New London docks donot have 
yachts for hire. Chartering a boat will 
take at least a week. 

The Knights can take a train to 
Sibolga, further up the coast. How- 
ever, Sibolga is even smaller than New 
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tation facilities. Trains leaveevery 
hours, fare is two sterlings per passen- 
ger one way. 

There are roads from New London 
and Sibolga which connect each other, 
as well as leading to the Fortress of the 
Dead. It takes three days to reach the 
Fortress from New London. It takes 
one day to walk from Sibolga to the 
Fortress. 


Flags 
A True Identity card means 
the Knight is ws S pov 


Victorian soldier as a threat to Wi 
ington. At some point during the 
Knight's stay in New London, Victo- 
tian infantrymen will arrive to arrest 
her and her companions. 

A Connection card played means 
one of the Knights knows Angus. He 
will be willing to cooperate and no 

ion rolls are necessary. 

A Connection card played by a Vic- 
torian ty willallow 
him to learn that Welli 
departed for Singapore several days 

on urgent business. 

A Mistaken Identity card makes An- 
gus believe that the Knights are work- 
ing for Wellington. During their stay 
in New London, a group of ten Sign of 
Six members al the party using 
occult rituals. 


Variables 


Should the Knights fail to sway 
Stormfield, he will snarl that if the 
Knights really want Peace Roses, they 
should “seek them out in the bloody 
Fortress of the Dead on the eastern 


coast!” 
If Victoria Si did not perish in 
the Nile dig, will have warned 


Governor Robert Ashton about the 
Storm Knights. The Knights will be 
arrested at the first opportunity, espe- 
cially if they visit any government 
building or the library. 

If a Storm Knight haj to bea 
member of the Sign of Six, he will be 
able to secure Angus’ help without 
difficulty. 


Perseverance 
Awards 


The Knights gain one Perseverance 
sate they obtain at least one Gaean 
Rose. 


Cut To ... 


If the Knights decide to travel over- 
land to the Fortress of the Dead, cut to 
Scene Two. 

If they are able to travel directly to 
Singapore, cut to Scene Four. 


SCENE TWO: 
Jungle Fever 


The Situation 


Standard. While travelling over- 
land on the island of Majestic, the 
Knights encounter jungle difficulties 
and a gypsy camp. 

Read aloud or paraphrase: 

You leave the hustle, bustle — and 


All around you are the sounds of 


something: a 
All the while, the humidity clings to 
your skin and the dense jungle closes 
in on you. 
The Action (or, “Let's 
Unnerve The 
Players”) 


Gamemasters should inflicta couple 
of the following tricks on the Storm 
Knights as they travel through the 


Se ea 


* The Knights see a shadow out of the 
corner of their eyes. When they turn to 
face it, it is gone. 


«Something grabs at their clothing 
it’s a branch. 


* Something seems to grab a Knight's 
ankle. The Knight has stepped into a 
tangle of gnarled vines. 

+ All jungle noises stop for one minute. 


+ A loud crash booms through the 
jungle, like someone just felled a huge 
tree. 

(At night) Things land on the heads 
of several Storm Knights, and begin 
pulling at their hair and screeching. 
Bats have gotten tangled up in several 
Knights’ hair. 


Monkey See, 
Monkey Slay 


Halfway between where they came 
from and where they're going, the 
Knights encounter monkeys. 

Read aloud or paraphrase: 


Your jungle trek is taking its toll on 
you. Exhaustion and fear are the over- 
riding emotionsin yourheart. The heat, 
the claustrophobia of the jungle, and 
the persistent presence of insects is 
making this a miserable trip. 

The despair subsides as you hear 
some loud chattering, and you see a 
group of a half dozen monkeys play- 
ing in the high grass and the trees. 
They make delightful acrobatic ma- 
neuvers and toss something back and 
forth, possibly a gourd or coconut. 

Wait for the Knights to react, then 
continue reading: 

The monkeys see you and begin to 
chatter louder, jumping up and down 
as if for joy at having an audience. 

Several monkeys shyly approach 


Act Four 


you and hand you bananas and other 
delicious fruits. 


Wait for the Knights to react. If they 
ask, the monkeys are eating the fruit, 
too. If the Knights accept the fruit, con- 
tinue reading: 


Delighted that their gifts were ac- 
cepted, the monkeys scamper back to 
their original positions, then stare at 
you and chatter noisily. They begin to 
go deeper into the jungle, but stop and 
look at you again, their speech grow- 
ing louder. 

Anevidence analysis or Perception total 
of 8 will reveal that the monkeys want 
the Knights to follow them. If they do, 
read the following aloud: 


After a few minutes, the monkeys 
stop their scampering. You find your- 
selves in a great clearing, with dozens 
of monkeys leaping about and play- 
ing 

In the middle of the clearing is a 
heap of stones, with a headless human 
corpse lashed upright on a pole. The 
monkeys who were playing with the 
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gourd place it on the corpse, and you 
see that it is in fact a decomposed hu- 
man head 

At once, all the monkeys surround 
the figure and begin worshipping it. 
They no longer chatter, but rather they 
make a moaning sound that resembles 
speech of some sort. 


Have the Knights make a Persever- 
ance check. 

A Perception total of 15 reveals that 
the noises are a chant o! aunt Man, 
Gaunt Man, Gaunt Man.” Should the 
Knights either disrupt the ceremony 
or try to run away, the monkeys, en- 
raged, attack. 


Monkey-Things (36) 

DEXTERITY 12 

Acrobatics 18, dodge 19, melee 

weapons 14, unarmed combat 15 

STRENGTH 11 

Climbing 15 

TOUGHNESS 8 

PERCEPTION 9 

Find 11, track 12, trick 16 

MIND 7 

CHARISMA 8 

Taunt 12 

SPIRIT 8 

Intimidation 12 

Possibility Potential: none 

Natural Tools: fangs, damage value 
STR+3/14 

Equipment: Human femur clubs , 
damage value STR+4/15 

Power Rating: 0 

Corruption Value: 12 

Fear Rating: 1/2 

Weakness: None 

True Death: Any 


The monkey-things will take any 
dead Storm Knights, cut them open, 
stuff them with fruit, bamboo, and 
leaves, and prop them in a circle 
around the altar. 

The body on the pole wasan Ayslish 
mage. In his pouch lies a carved piece 
of wood (an arcane knowledge object, 
plant 2), spell components, a seal (a 
scholar (Aysle realm lore) total of 8 re- 
veals that it signifies that the bearer 
acts on orders of Lady Pella Ardinay), 
and a parchment fragment that reads 

. word has it that W.D.’s force is 
laired at the F. of D, mayhap changed 
to the laws of this land ...” 

The mage has a backpack with a 
purse inside, containing 100 Ayslish 
trades, and a spell book with the fol- 
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shackles, sun flower, tree ward, change to 
falcon, detect truth, disguise self, silence, 
telepathy. 


Wagons East 


On the night before they arrive at 
the Fortress of the Dead, the Knights 
stumble upon a gypsy camp. 

Read aloud or paraphrase the fol- 
lowing: 


From beyond the jungle growth, 
the strains of music—accordion, tam- 
bourine, and flute — are heard, min- 
gling with the sounds of laughing 
and clapping. 

If the Knights decide to investigate, 
continue reading: 


You part the underbrush to see a 
camp with eight brightly colored 
wagons in a circle. In the center, a 
huge bonfire roars, Beautiful women 
in long skirts and colorful scarves 
dance provocatively, while the seated 
menfolk play their instruments and 
clap their hands. 


The gypsies have a neutral attitude 
towards the Storm Knights. The he- 


roes may attempt to persuade the gyp- 
sies of their good intentions. If the 
gypsies are made friendly, they will 
offer the Knights a place to sleepanda 
hot meal and good drink. 

Fortwo sterlings, Anna, a beautiful 
gypsy woman, will read any one 
Knight's fortune with a Tarot deck. 
Gamemasters should improvise an 
appropriate fortune, hinting of things 
to come without giving away the end- 
ing of the adventure 

For five sterlings, Anna will contact 
the spirits to answer questions. 

If Anna uses true sight on any party 
members, she will recoil, scream, and 
insist that the group leave the camp 
immediately. She has seen the taint of 
corruption on the Knights. 

The gypsies will sell or trade the 
following things: bottle of holy water, 
2 sterlings (fake); healing balm, 4 
sterlings, (fake); silver knife, 10 ster- 
lings, (real); wolfsbane, sterling (real); 
poison antidote, 5 sterlings (fake). 


Anna Vostovich 
DEXTERITY 12 
Acrobatics 14, beast riding 14,dodge 
14, lock picking 14, maneuver 13, 
melee weapons 13, prestidigitation 


MD 
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15, stealth 16, unarmed combat 14 

STRENGTH 8 

TOUGHNESS 9 

PERCEPTION 12 

Find 14, first aid 13, languages 14 

MIND 10 

Artist (dancing) 14, occult 12, will- 

power 12 

CHARISMA 11 

Charm 14, persuasion 14, taunt 13 

SPIRIT 11 

Reality (Orrorsh) 12, spirit medium 

15, true sight 14 

Possibilities: 8 

Equipment: Colt Peacemaker, dam- 
age value 15,ammo6, range3-5/15/40; 
boot knife, damage value STR+3/11; 
Tarot deck, crystal ball, colored pow- 
ders, silver jewelry, wolfsbane 

Piro ae Anna is very much a 

dancer and spirit 

ey che is headstrong and inde- 
pendent, She loves flirting with non- 
gypsy men, and especially enjoys flirt- 
ing with several at a time in order to see 
them fight over her. 


Flags 


A Romance card makes Anna fall for 
a male Storm Knight, or vice versa. 

A Suspicion or Mistaken Identity sub- 
plot makes Anna do a true sight read- 
ing on the party. 


Variables 


If the characters are stuck, the 
gamemaster may arrange to have the 
Knights encounter the gypsies within 
New London itself. Anna can give 
them the clues they need, specifically 
that Avery Wellington is now in 


Singapore, 
Perseverance 
Awards 


The Knights receive one Persever- 
ance point for defeating the monkey- 
things. 


Chi 


Cut To... 


Once the Knights reach the Fortress 
of the Dead, cut to Scene Three. 


SCENE THREE: 
Lighthouse of 
Darkness 


The Situation 


Standard. The Fortress of the Dead 
lies on the coast of Majestic, garri- 
soned by dead men and an Aylish 
Draconis Teutonica which has trans- 
formed to Orrorsh. Beyond the for- 
tress lies a Victorian lighthouse and a 
small dock with several boats (see Map 
12). The time is 5:00 p.m. 

Read aloud or paraphrase: 


The fog parts enough for you to 
make out the imposing shape of the 
Fortress of the Dead. The place is 
quiet, with no sign of habitation 

The sun has already begun to set, 
and twilight is creeping in. You hear 
the roar of the waves as they crash 
against the rocks. Every half minute, 
a brilliant beam of light swings by, 
shining from a tall structure beyond 
the Fortress. 


Once the party closes in to within 20 
meters, continue reading: 


The ground all around you erupts 
as dozens of armed skeletons emerge 
from the earth. 


When the Portuguese built this for- 
tress centuries ago, they used the 
Muslim gravestones as raw material. 
These skeletons are the corpses of the 
restless dead whose graves were vio- 
lated. 


Skeletons (36) 
Reality: Orrorsh 
DEXTERITY 10 
Melee weapons 13, unarmed com- 
bat 13 
STRENGTH 10 
TOUGHNESS 14 
PERCEPTION 9 
Find 11, track 12 
MIND 8 
Willpower 10 
CHARISMA 5 


Taunt (14) 

SPIRIT 9 

Intimidation 15 

Possibility Potential: none 

Powers: attack form resistance (fire- 
arms) 

Corruption Value: 10 

Fear Rating: 1/2 

Weakness: Muslim holy symbols 
(severe) 

True Death: Disassembling the For- 
tressand placing thestonesback where 
they belong. 


The Elder Wyrm 


Once inside the Fortress proper, the 
Knights have an even bigger surprise: 
a Draconis Teutonica, converted to 
Orrorshan reality, resides in the open- 
air fortress. 


Trankh, the Elder Wyrm 

DEXTERITY 9 

Flight 12, unarmed combat 12 

STRENGTH 27 

TOUGHNESS 23/35 

PERCEPTION 19 

Find 23, track 20, trick 23 

MIND 14 

Occult 15, test 21, willpower 20 

CHARISMA 7 

Charm 10, persuasion 11, taunt 12 

SPIRIT 8 

Intimidation 15, reality (Orrorsh) 

10 

Possibilities: 20 

Natural Tools: scales, armor value 
TOU+12/35; wings, speed value 11; 
claws, damage value STR+3/30 

Powers: fire attack (value 42); elemen- 
tal alteration (mist, value 24); blur form 

Corruption Value: 20 

Fear Rating: 2 

Weakness: magic attack (stymie) 

True Death: Pierced in the heart by 
a blessed sword wielded by one who 
is pure of heart. 

Description: Trankh enjoys this 
new reality, since she can now induce 
fear into her victims, something she 
hasalways wanted todo. Ifthe Knights 
talk to her, she will explain that she 
had come to Orrorsh with a party of 
Ayslish folk in search of evidence of 
the Gaunt Man’s return. 

When the Ayslish ran afoul of light- 
house-keeper Bunn, the man invoked 
a reality storm against the dragon. 
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a] The Gaunt Man Returns: Map 12 
[A] Fortress Environs/Lighthouse 


Key 


. Lighthouse 
|. Dock 

k Wyrm 

|. Peace roses 
. Kitchen 

. Bathroom 

|, Bedroom 


. Fortress of the Dead 9. Storeroom 


10, Guest room 

11, Coal bin 

12. Furnace room 
13. Generator room 
14, Suppy room 

15. Stairs 


The Lighthouse 


Act Four 


Now transformed into a horror, 
Trankh has jet-black scales, fiery red 
eyes, and a more demonic aspect, like 
something out of the Victorian Book of 
Power. 


Within the Fortress grounds are 
dozens of Peace Roses growing in a 

tch. If they need them, the Knights 
Fight be able to bargain with the 
dragon. Trankh specifically seeks any- 
thing that might be proof against 
magic. 


The Lighthouse 


The cast-iron lighthouse was run 
by Artemis Bunn, a secret member of 
the Sign of Six. The ground around the 
lighthouse is inscribed with occult 
runes that keep away any horrors (as 
anyone generating an occult total of 10 
will know). 

Unfortunately, Bunn was attacked 
by the Ayslish who wished the place 
as a base of operations while they 
sought out news of the Gaunt Man. In 
a pitched battle, which resulted in the 
destruction of several Ayslish, Bunn 
went mad. He is locked up in a room 
inside the lighthouse by Anakronis 
Magus (see below). 


Artemis Bunn 

DEXTERITY 8 

Fire combat 9, melee weapons 9, 

stealth 14, unarmed combat 10 

STRENGTH 10 

TOUGHNESS 10 

PERCEPTION 10 

Find 12, first aid 11, tracking 12, 

trick 11 

MIND 10 

Occult 16, test 13, willpower 12 

CHARISMA 8 

Charm 10, taunt 10 

SPIRIT 10 

Faith (Orrorshan evil) 11, intimida- 

tion 11, reality (Orrorsh) 12 

Possibilities: 2 

Corruption Value: 10 

Equipment: none. 

Description: At onetime a stalwart 
fighterofCorruption, Artemis has now 
joined its ranks. He is worn out from 
his captivity, though he seems sound 
enough. If he is rescued and allowed 
to play host for the Storm Knights in 
his lighthouse, see “Variables,” below. 


The lighthouse is run on electricity, 


eo 


with an oil-lamp backup. The exterior 
door is locked, with a lock picking diffi- 
culty of 18, Interior doors have a lock 
picking difficulty of 12. 


Bunn’s Bedroom 


Now taken over by Anakronis 
Magus, it is filled with 
From asc plus four occult volumes. 

lso contains Bunn’s notes, 

a suspected connection be- 

pe Karkthusa, Ine. in Singapore 
with General Wellington's plans. 

A statue of Corba‘al is an Ayslish 
talisman, making the lighthouse liv- 
ing areas (rooms 6-9) an Ayslish domi- 
nant zone, 


Storeroom 


Contains various bits of appn 
suchas rope, kerosene lanterns, lots of 
kerosene, extra ammunition, and 
warm 


Guest Rooms 


Makeshift guest rooms, each witha 
bunk, oil lamp, and chair. Currently 
each is occupied by one dwarf (there 
are always two dwarves up and 
around, on guard and maintenance 
duty). 


Coal Storage Bin 


Half-full, it features a coal chute 
leading to the outside, 


Furnace Room 


Lined with extra thick walls, this 
coal-fired furnace provides heat and 
hot water, 


Generator Room 


This room contains the electrical 
relays, back-up kerosene generator, 
and other electric things related to the 
lighthouse beacon and interior illumi- 
a Due toits primitive simplicity, 

at sabotage, using science (elec 
inci, have a difficulty of 9, 


Supply Room 
Filled with electric parts and the 
like, it is also where the mad Bunn is 
being kept. 


Winding Stairs 


These cast-iron stairs wind their 
way up 26 meters to the light. 


The Ayslish 


One of the Warrior of the Dark's 
first acts after becoming High Lord of 
Aysle was to dispatch an Ayslish team 
to Orrorsh to check up on rumors of 
the Gaunt Man’s return, 

Now, a month later, the remnants 
of the Aysle team are holed up in the 
lighthouse, making forays into 
Orrorsh, trying to figure out what's 
going on. Due to the effects of 
Orrorshan laws and atmosphere, how- 
ever, the Aysle team has lost much of 
its desire to accomplish its goal, and 
spends a great deal of time brooding 
in the lighthouse. 


Anakronis Magus 
DEXTERITY 10 
Beast riding 13, dodge 18, lock pick- 
ing 12, maneuver 12, melee combat 
11, running 15, stealth 14 
STRENGTH 9 
TOUGHNESS 9 (18 with amulet) 
PERCEPTION 14 
Alteration magic 18, divination 
magic 16, evidence analysis 16, lan- 
guage 15, trick 18 
MIND 13 
Apportation magic 18, conjuration 
ic 17, test 15, willpower 15 
[ARISMA 11 
Charm 14, persuasion 15, taunt 16 
SPIRIT 11 
Corruption 17, faith (Corba‘al) 14, 
intimidation 18, reality (Aysle) 15 
Possibilities: 16 
Corruption Abilities (Aysle): 
Cause one opponent to become fa- 
tigued once per act; ability to defer 
corruption intosurrounding land; gain 
harm miracle, Note that skill bonuses 
have already been factored in. 
Arcane Knowledges: air +3, water 
+3, darkness +3, entity +4, magic +2 
Spells: conceal evil, create fear, low 
spirits, mage dark, withering touch, cast 
lasher, detect magic, dispel magic, impris- 
onment, mystic shield, animate skeletal 
warrior, banish demon, sense undead,arm 
of air, fighting whirlwind, floater, frigid 
air, Corgain's gills, fog, ice bolt, water 
spray 
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Act Four 


‘ipment: Spell books; staff, dam- 
age valueSTR+2/11;components;amu- 
let of increased toughness, value 
TOU+9/18;max TOU 20; four bottles of 
healing draught (removes damage as if 
one Possibility was spent) 

Description: Anakronis is a smooth- 
talking, quietly quietly competent wizard. His 
evil is not the maniacal, loud type; he is 
a calculating sneak. 

Anakronis is slowly being seduced 
by the Power of Corruption. He 
reading Bunn’s books, and is now fasci- 
nated with occult rituals. 


Dodge9, fire combat 10, maneuver9, 

melee weapons 10, missile weapons 

10, stealth 10, unarmed combat 11 

STRENGTH 10 

TOUGHNESS 9 

PERCEPTION 9 

Alteration magic 13, find 10, trick 12 

MIND 8 

Test 10 

CHARISMA 8 

Taunt 12 

SPIRIT 8 

Corruption 10, intimidation 11, 

reality (Aysle) 10 

Possibilities: 2 

Arcane Knowledges: earth +3 

Spells: earth shield, pathfinder, stone 
tunnel, Thorvald's tracker 

Equipment: Spell book, wheellock 
dag, damage value 13,ammo 1, range3- 
5/10/25; dwarven bombs (2), damage 
value 19), battleaxe, damage value 
STR+5/15; dwarfmail, armor value 
TOU+4/13; Tancred torch 

Description: The dwarves are evil 
and greedy, and serve the Dark High 
Lord as well as they can. They have 
some fascination for the light mecha- 
nismin the lighthouse, whichstill works. 


The Dock 


This small dock has two Victorian 
vintage coal-fired motor launches tied 
to it. 

Launches: Tech 19; TOU 17; pass. 8; 
speed value 100/30/8/10 


Variables 
To add an element of tension, the 


gamemaster can decide that Well- 
ington’s ritual will take place at dawn. 


Ce 


In this case, Bunn’s notes should in- 
clude an entry which mentions that 
Wellington is going to attempt some 
unknown action. The action will occur 
on the date of the next dawn. 

If the Storm Knights bypass the For- 
tress, the dragon will spot them, but 
ignore them unless there are obvious 
Ayslish Storm Knights in the group. In 
that case, the will attack. 

AnAlertnesscard will tell the Knights 
thatthereissomething definitely wrong 
with Bunn, probably a mental condi- 
tion. 

An Idea card tells the Knights that 
sleeping in the lighthouse is NOT a 
good thing to do. 

If Bunn is freed, he will offer to put 
the Knights up in his lighthouse. In the 
middle of the night, Bunn, using the 
objects the Knights touched as occult 
props, will invoke an occultritual onthe 

ts of one room (no more than 
four people). This ritual causes mag- 
gots, worms, and spiders tocome burst- 
ing out of the victims. Victims suffer a 
damage value of 18 (ignore armor) each 
round. The ritual lasts as long as the 
caster is uninterrupted or 30 minutes go 
by, whichever comes first. 

The ritual takes ten minutes to ini- 
tiate. During the first five minutes, noth- 
ing happens. In the latter five minutes, 
the victims feel horrendous pains in 
their bodies and are completely help- 
less, unable to do anything but scream. 

It will be up to the victims’ compan- 
ions in the rooms to help them. 
Have the Knights make a Perseverance 
check when they see the horrible condi- 
tion of their friend. 


Perseverance 
Awards 


The Knights receive one Persever- 
ance point for! the notes, another 
for defeating the wyrm, and a third for 
defeating Bunn, if necessary. 


Travelling Across 
the Straits 


Once the group has secured trans- 
portation across the straits to 
Singapore, the boat ride should be 
uneventful. If the players have been 


having an easy time of it, Trankh, if 
still alive, may fly up and attempt to 
destroy the boats when they are half- 
way across the strait. 

The journey across the straits takes 
six hours by boat. 


Cut To... 


Once the Knights land in Singapore, 
cut to Scene Four. 


SCENE FOUR: 
Who Put the “Sin” 
in “Singapore?” 


The Situation 


Standard/Dramatic. The Knights ar- 
rive in Singapore. They can take some 
time to rest and resupply, or they can 
head right to Karkthusa, Inc. 

Thisscenechanges to Dramatic when 
the Knights encounter Skutharka. 


The Action 


Highatop the Royal CrownColony 
skyscraper, occupying the top two 
floors, is Karkthusa, Inc., firm of the 
Nightmare Skutharka. 

Access to the Royal Crown Colony 
Skyscraper is available from 7:00 a.m. 
to 6:00 p.m. 

A business total of 15 will reveal that 
Karkthusa is listed as being owned by 
a Mr. Ho. A scholar (Orrorshan realm 
lore) total of 11 reveals that Ho is the 
aide to the Nightmare Skutharka. 


Elevator/Stairs 


Theelevatorand stairways (marked 
#1 on the map) end at the first floor 
occupied by Karkthusa. In order to get 
to the upper floor, one must cross to 
the other side of the building and use 
the stairs or elevator marked #4. 


Office Cubicles 


Each hostsa corrupted employee of 
Skutharka, plus a desk, phone, com- 
puter terminal, and coffee cup. The 
computer screens are filled with gib- 
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berish, and the coffee cups are filled 
with blood (have the Knights make a 
Perseverance check if they spot this). 

Six of the corrupted employees are 
women. All of the pae are 
dressed like white-collar yuppies and 
appear perfectly normal. A successful 
true sight total against a difficulty of 10 
reveals their bodies as being a hideous 
shade of green, black and crimson, 
with strips of flesh hanging off them. 
Dropone Perseverance point and have 
the Knights make a check. 


Corrupt Employees (12) 
DEXTERITY 9 


Dodge 11, melee combat 12, un- 
armed 

combat 12 

STRENGTH 10 

TOUGHNESS 11 

PERCEPTION 11 

Find 12, trick 14 
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MIND 10 

Business 13, test of will 12, 

willpower 12 

CHARISMA 8 

Taunt 12 

SPIRIT 10 

Faith (Orrorshan evil) 12, intimida- 

tion 14 

Possibility Potential: none 

Powers: attack form resistance (magi- 
cal damage) 

Natural Tools:claws, damage value 
STR+2/12 

Corruption Value: 14 

Fear Rating: 1 

Weakness: Any holy symbol (se- 
vere) 

True Death: Destruction of their 
computer terminals. 

Equipment: briefcase, damage 
value STR+1/11; computer terminals 
(TOU 12) 

Description: These people wereCore 


Key 
Lower floor 
1, Elevator/stairs 
2. Office cubicles 
3. Restrooms 
4. Elevator/stairs to 
upper floor only 
Upper floor 
1. Elevator/stairs 
2. Mr. Ho's room 
3. Hidden door 
4. Workroom 
5. Skutharka’s room 
© Perceived Mr. Ho 


@ Real Mr. Ho 


Earth yuppies who saw the chance to 
sell their souls in exchange for power 
and eternal life. 

They are dressed in normal Core 
Earth clothing and carry briefcases. The 
corrupted souls will attack only if the 
Knights make some obvious reference 
to their true appearance (screaming, 
vomiting, etc.) 

Meanwhile, they spend the hours 
chattering into phones, watching stock 
quotations flash across their computer 
screens, and typing gibberish in re- 
sponse. 


Rest Rooms 


The men’s room contains the dead 
body of a janitor, ripped to shreds by 
thecorrupted employees. He has been 
dead for three weeks. Subtract one 
Perseverance point and have the 


Knights make a check. 


Act Four 


Upper Floor 


Mr. Ho’s Room 


If the Knights enter this room, read 
the following aloud: 


This huge room is painted stark 
white, from the ceiling to the floor. 
The colormakes the room seem huge, 
with a far-off horizon. Recessed light 
panels give the room a soft, silvery 
glow. 

Seated in the middle of the room, 
cross-legged in a Lotus position, isan 
Oriental man ina white business suit. 
Upon your entry, he looks up at you 
and says, “Yes? What can I do for 
you?” 

This man is Mr. Ho, Skutharka’s 
assistant. He is currently meditating 
upon new ways to inflict horror upon 
the people of Singapore. 

The entire room is protected by the 
power of the occult. The stark white- 
ness of the room disorients all but 
Skutharka and Ho; time, distance, per- 


spective, all become meaningless. 

In practical terms, whenever any- 
one in the room attempts any action, 
even walking, he must generate a will- 
power of Mind total of 12. (This effec- 
tively makes any action taken in this 
room a multi-action.) Failure means 
the Knight is stymied for that round. 

The distortion effect is already 
working: Ho is NOT in the center of 
the room, he is in the corner marked 
on the map. 

Mr. Ho will engage disoriented 
Knights, making hit and run attacks. If 
he is wounded, he will retreat through 
this secret panel (find or Perception dif- 
ficulty 18 to spot). 


Mister Ho’s Workroom 


Thisantisepticsmelling room is Mr. 
Ho's workroom, with various modern 
medical tools such as forceps, pins, 
needles, and scalpels, plus a stainless 
steel table. The table has restraints, 
and a small channel to collect blood. 
Four steel cages complete the room's 
decor. 


Another secret panel (find total of 
18 to spot) leads from this workroom 
to Skutharka’s office. 


Mr. Ho 
See page 32 of the Orrorsh source- 
book. 


Skutharka 


If the Knights enter Skutharka’s of- 
fice, the scene shifts to Dramatic. 
Read the following aloud: 


This huge office is dominated by a 
large modern desk, with huge win- 
dows behind it, offering a splendid 
view of Singapore. The walls are cov- 
ered with maps of the city, anatomi- 
cal charts of the various humanoid 
races, and electronics schematics. 

A huge wolf-like creature sits at 
the desk, wearing a business suit that 
clearly does not fit, as the beast’s 
muscles pop many of the seams. 

The creature grabs at the half- 
dozen telephones on the desk, seem- 
ingly at random, since the devices are 
not ringing, barking phrases such as 


Torg: The Gaunt Man Returns 


“Buy!” “Sell!” “Let’sdolunch!” “Hos- 
tile takeover!” 

At last, it puts the phones down 
and looks at you with yellow canine 
eyes, The beast appears to be salivat- 
ing. The smell of blood washes over 
you as the beast leans forward and 
says: 

“You don’t look like the kind of 
executive material I need! Consider 
yourselves terminated! Lunch break!” 


The Knights have a couple of op- 
tions here, They can fight; they canrun 
(Skutharka will, of course, pursue, but 
if they should escape, see “Variables,” 
below); or they can try to talk their 
way out of this, 

Yes, talk. Skutharka is a bestial 
Nightmare, but he’s notan idiot. If the 
Knights can convince him the Gaunt 
Man is back and knows who's been 
naughty and who's been nice, 
Skutharka might decide to give them 
the information on Wellington's plans 
which they need. He will explain that 
he was spying on Wellington all the 
time, and ask that the Knights put in 
a word for him with the High Lord. 

Of course, should the latter take 
place, Skutharka will develop a deep 
and undying hatred for the Knights 
for forcing him to shame himself. He 
can be expected to become a frequent 
foe of the party. 


Skutharka 
See page 32 of the Orrorsh source- 
book. 


The Evidence 


InSkutharka’s desk are papers from 
Avery Wellington, announcing his 
intention to invoke the ritual at the 
highest point in Singapore, the Bukit 
Timah Nature Preserve, at dawn. The 
overall tone of the documents indi- 
cates that Skutharka is showing sup- 
port for Avery’s power play. 

A badly scrawled memo from 
Skutharka himself mentions that his 
“company” will move to Hong Kong 
right before the ritual is invoked. 

The schematics on the wall are for 
various electronic devices (TVs, ste- 
reos, CD players, Walkmans)and ways 
for them to be infused with the power 
of the occult. 


Flags 


An Idea card tells the Knight that 
Karkthusa is an anagram for Sku- 
tharka. 

An Alertness card will find one of 
Mr. Ho's concealed panels. 


Variables 


If the Knights capture and success- 
fully interrogate Mr. Ho, he can pro- 
vide them with the same information 
they will find in Skutharka’s desk. 

If the Knights should escape 
Skutharka, they will need to get the 
information on Wellington fromsome 
other source. Perhaps the Sign of Six 
hasa base here, or the Rauru Block has 
heard rumors of strange doings at the 
nature preserve. Feel free to impro- 
vise to keep the adventure moving. 


Perseverance 
Awards 


Finding the information in 
Skutharka’s office gives the two 
Perseverance points. Defeating Hoand 
Skutharka gives the party one Perse- 
verance a for each. Finding the 
janitor’s body gives the Knights two 
Perseverance points. 


Cut To... 


When the group decides to head to 
the Bukit Timah Nature Preserve, cut 
to Scene Five. 


SCENE FIVE: 
A Beef With 
Wellington 


The Situation 


Dramatic. The Knights must make 
their way through the maze of the 
Bukit Timah Nature Preserve. Unfor- 
tunately, Avery’s personal body- 
guards, the Wellington Reds, are sta- 
tioned here in pairs, ready todeal with 


any intruders. 
Read aloud or paraphrase: 


The beautiful gardens of the Bukit 
Timah Nature Preserve hold no at- 
traction for you at this moment. You 
havea duty to the people of Singapore 
to stop Avery Wellington’s mad 
schemes before they reach fruition. 

The occasional rumble of thunder 
and flash of light erupt over the city, 
but the night sky is clear, the stars so 
brilliant that even the city lights can- 
not fully obscure them. 

Various flowerscents waft through 
the night air, and you see an amazing 
variety of trees and flowers: roses, 
chrysanthemums, tulips, daisies, and 
cherry and apple trees covered with 
blossoms. 

And yet, all this beauty is marred 
by the knowledge thatsomewhere in 
this maze stands General Avery 
Wellington, setting in motion his plan 
to destroy Singapore. 


The Action 


The maze walls are three meters 
high and are made of bushes and flow- 
ers growing over solid rock, thus the 
Knights cannot pass through the bar- 
riers effortlessly. 

Avery Wellington’s location is flat 
in relation to the rest of the maze, thus 
climbing atop the hedge wall (climbing 
difficulty 12) will not give the viewera 
good idea of where he is. 


Random Noises 


While the Knights are walking 
through the maze in the dead of night, 
have them generate Perception totals 
periodically and give them some of 
these noises to unnerve them: 


* Rustling in the bushes. 
+ Hoofbeats going at a trot. 
*The sound of a rifle being cocked. 


* The sound of a sabre being drawn 
from its scabbard. 


e A hideous gurgling sound (the in- 
fernal steeds’ way of neighing). 
The Sentries 


The Wellington Reds, General 
Avery Wellington's personal body- 


ED 


guards, have been transformed into 
corrupt horrors, even though they still 
appear tobenormal Victorian soldiers 

The Reds are set up in pairs at five 
different locations in the labyrinth. 
They are mounted on infernal steeds. 
The Reds‘orders are clear: do not let 
anyone pass. 

When the Reds firstsee the Knights, 
they will demand that the Knights 
turn around and go back, telling the 
intruders that the gardens are off-lim- 
its. Ifthe Knights refuse to go back, the 
Reds become more insistent, until fi- 
nally they start attacking the Knights. 


Wellington Red (10) 
DEXTERITY 12 
Beast riding 14, dodge 14, fire com- 
bat 15, melee combat 14, maneuver 
14, running 13, stealth 13, swim- 
ming 13, unarmed combat 15 
STRENGTH 14 
TOUGHNESS 15 
PERCEPTION 11 
Find 15, scholar (military tactics) 
13, tracking 12, trick 13 


a 


MIND 9 

Test 11, willpower (11) 

CHARISMA 9 

Taunt 12 

SPIRIT 9 

Intimidation 14, faith (Orrorsh evil) 

13, reality (Orrorsh) 12 

Possibilities: 6 

Powers: blur form, dark vision 

Equipment: Weston bolt-action car- 
bine, damage value 17,ammo8, range 
3-50/90/200; occult-charged cavalry 
sabres, damage value STR+6/20. The 
sabresignore armor adds. Anyonecan 
use one, but it is considered a Wicked 
act. Each sabreisjet black, witha handle 
made of human bones, and inscribed 
with sinister runes. Whenever the sa- 
bre hitsa victim, the blade glowssickly 
red, and shrieks. The swords have a 
Toughness of 30 

Corruption Value: 12 

Fear Rating: 1/2 

Perseverance DN: 8 

Weakness: Holy Symbols 

True Death: Once killed, the Knight 


Act Four 


must place a Peace Rose in the Red’s 
hands. 


Infernal Steed (Orrorshan) 
DEXTERITY 13 
Dodge 15, flight 14, running 16 
STRENGTH 15 
TOUGHNESS 15 
PERCEPTION 10 
Find 12, tracking 12, trick 14 
MIND 8 
Test 12, willpower 12 
CHARM 7 
SPIRIT 9 
Intimidation 14 
Possibility Potential: none 
Natural Tools: hooves, damage 
value STR+3/18 
Powers: attack form resistance (fire: 
arms), darkness 
Corruption Value: 15 
Fear Rating: 1 
Perseverance DN: 18 
Weakness: magical damage 
True Death: Placing sugar in the 
dead steed’s mouth 
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Variables 


If the Knights somehow bypass the 
majority of the labyrinth and go right 
to Wellington, each patrol must gen- 
erate a find or Perception total of 22 to 
notice that ing is amiss. If they 
beat the difficulty number, the Reds 
will enter the final battle only if a 
setback occurs against the Storm 
Knights, unless otherwise stated. 

Knights who are flying over the 
maze will be the target of fire from the 
Wellington Reds. 

The Knights may attempt to bluff 
their way past the Reds, claiming that 
they too serve Wellington. Avery has 
already told the Reds that no one is 
expected, and that no one but Reds 
have any business in the garden. Thus, 
any Storm Knight attempting to per- 
suade the Reds that they belong here 
has a difficulty of 25. 

Wellington's location is accessible 
only by the maze or by air. Behind 
Wellington's area are rocky cliffs that 
are completely i ble. 

If the Knights decide to blast their 
way through the walls of the maze, 
they will be attacked by all ten Reds 
after the second wall is demolished. 


And Death Does 
Come... 


When the Knights reach the end of 
the maze, they will find Avery 
Wellington in the middle of doing his 
occult ritual. Three vampyre ninja are 
lurking in the bushes, keeping a watch- 
ful eye on their new master. 

Read aloud or paraphrase: 


As the sky in the east begins to 
lighten and turn red, you see a distin- 
guished Victorian officer on his 
knees, facing the dawn, reading from 
a large book in his hand. There are 
human skulls on the ground, ar- 
ranged around the General inacircu- 
lar pattern. A horse grazes nearby, 
obviously Avery’s mount. 

He turns and looks at you, his eyes 
blazing with insanity andnew-found 
power. He smiles, stands ramrod 
straight and in a clear, strong voice, 
addresses you. 

“So, you have come to me at last. 
We have not yet been formally intro- 
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duced. I am General Avery 
Wellington, Supreme Commanderof 
Her Holy Majesty Queen Victoria’s 
Expeditionary Armies.” Avery bows 
to you. 

“As you are no doubt aware, I 
served a higher, greater power. Now, 
however, the time has come forme to 
seize control of my destiny and take 
my place as the rightful ruler of this 
strange land. Quite frankly, there is 
little you can do about it, so if you 
would please be so kind as to take 
your leave? 

“Oh, yes. You had best leave the 
city with all alacrity. Once the ritual 
is invoked, the lifeforce of many, if 
not all, of the city’s populace will be 
drained and placed into my own 
body. You have been warned. Thank 
you for your kind attention.” 

Have the Knights make a Persever- 
ance check. 

The only way to permanently kill 
Avery is to have one Storm Knight 
challenge him toa duel. Unfortunately, 
the only way to make him accept the 
challenge is to confront him with the 
Peace Rose and use it in an intimida- 
tion, taunt, or test attack. This attempt 
can be made by any member of the 
party, and each member can try once. 
Any level of success will make Avery 
acquiesce. The Knight who success- 
fully forced him into the duel does not 
have to be the one to fight him. 

When the duel is officially accepted, 
the sky turns dark and great storm 
clouds begin flashing lightning and 
rumbling thunder. A strong wind kicks 
up and rain begins to fall. 


The Duel 


Though Avery has occult ers at 
his command, he will fight the duel 
fairly; his Victorian honor as well as his 
own sense of superiority will keep him 
honest. 


The Storm Knight must fight him 
using a melee weapon, i na 
sword of some type. Since Wellington 
has resistance to normal weapons, that 
weapon better be magic. 

duel is to the death, and no one 
else can intervene for either combatant. 
Theduelling Knight cannotrecieve hel; 
presen’ peters a 
he can benefit if a companion plays one 


have just about completed the 
ritual. But don’t tell the players 
that — instead, flip cards, talk 
about that glow they see over- 
head, and generally make them 
feel like they need to be there 
yesterday. 

If they get defeated by the 
Reds, obviously Wellington will 
get to finish his ritual. But if at all 
possible, let them reach him be- 
fore he’s finished, sothe duel can 


pees 


of the following cards: Supporter, Rally, 
Knight does recieve additional aid, 
Wellington won't meet his True Death, 
the Kai 

When fighting, 
with his opponent, 
about the ritual and the 
when he becomes a High Lord. He at- 
tempts vital blows to disarm his oppo- 
nent and fancy maneuvers meant to 
distract the hero. 

The heroes only get one chance to 
duel with Avery, for by the time one 
duel is done, the sun is up and Avery 
cannot be killed with his True Death. 

Lest the rest of the party feel left out, 
consult “Killing Time,” below. 


General Avery Wellington 
DEXTERITY 12 
Beast riding 14, dodge 16, fire combat 
17, maneuver 17, melee combat 21, 
running 14, stealth 15, swimming 14, 
unarmed combat 15 


PERCEPTION 14 

Find 17, language 14, scholar (mili- 
tary tactics) 20, tracking 15, trick 16 
MIND 12 

Occult 18, test 17, willpower 15 


CHARISMA 13 


Taunt 15 


Act Four 


The Gaunt Man Returns: Map 14 
Bukit Timah Labyrinth A 


SPIRIT 12 

Faith (Sacellum) 18, intimidation 

16, reality (Orrorsh) 20 

Possibilities: 5 per Storm Knight 

Powers: resistance to normal weapons, 
regeneration armor defeating attack (any 
melee weapon) 

Corruption Value: 22 

Fear Rating: 2 

Perseverance DN: 23 

Weakness: Gaean Peace Rose (se- 
vere) 

True Death: Slain at sunrise ina duel 
against a single opponent. 

Equipment: Tawning .38, damage 


at 


Wellington 


@ Wellington Red Guards 


value value 13, ammo 6, range 3-5/15/ 
25; sabre, damage value STR+5/18 


Killing Time 
The three vampyric ninja lunge from 
their hiding places and attempt to make 


a surprise attack on the non-duelling 
Knights,along with Wellington’s mount. 


Vampyre Ninja 
DEXTERITY 13 
Acrobatics 14, fire combat 14, lock 
picking 14, maneuver 14, martial arts 


(ninjutsu) 16, melee weapons 14, mis- 
sile weapons 14, prestidigitation 14, 
stealth 15, unarmed combat 14 
STRENGTH 16 

Climbing 19 

TOUGHNESS 18 

PERCEPTION 11 

Find 13, language 13, scholar (poi- 
sons) 14, tracking 14, trick 16 
MIND 14 

Meditation 15, test 23, willpower 23 
CHARISMA 14 

Charm 26, persuasion 21, taunt 18 
SPIRIT 9 

Faith (Orrorsh evil) 18, intimidation 
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17, reality (Orrorsh) 12 

Possibilities: 10 

Martial Arts: Ninjutsu: block/strike, 
lightning fist, stun attack, missile dodge, 
felling the oa 

Powers: life drain (Dexterity) (must 
use martial arts successfully and cause 
a wound or better), elemental alteration 
(mist), resistance to normal weapons, in- 
fection 

Natural Tools: fangs, damage value 
STR+2/18 

Equipment: 13mm Chunyokai, 
damage value 18, ammo 9, range 3- 
10/40/50; shimsi sword, damage 
value STR+5/ 19; four throwing stars, 
damage valueSTR+3/ 17; Niyokicam- 
ouflage suit (+1 to stealth) 

Corruption Value: 18 

Fear Rating: 1 

Weakness: chrysanthemums (se- 
vere) 

True Death: Head decapitated and 
mouth filled with cherry blossoms. 


Bloodmane the Horse 

DEXTERITY 15 

Dodge 18, flight 17, maneuver 16, 

stealth 16, unarmed combat 19 

STRENGTH 20 

TOUGHNESS 22 

PERCEPTION 14 

Find 16, tracking 18, trick 17 

MIND 10 

Test 15, willpower 14 

CHARISMA 7 

Charm (20), taunt (20) 

SPIRIT 14 

Faith (Orrorshan evil) 15, intimida- 

tion 18, reality (Orrorsh) 16 

Possibilities: 5 

Natural Tools: razor-sharp hooves 
damage value STR+5/25; fangs, dam- 
age value STR+2/2 

Powers: magical resistance, blur form, 
darkness, silence 

Corruption Value: 17 

Fear Rating: 2 

Weakness: weapons made of solid 
wood 

True Death: iron spike driven 
through its forehead 

Description: Wellington's steed 
looks like a huge white stallion, unless 
seen with true sight. Its true form is a 
huge black horse-like thing with six 
massive legs, batwings, and eyes and 
mane that glow a phosphoresecent 
green. 

The beast is intelligent, and under- 
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standsspoken languages. Itisdevoted 
to Wellington. 


Victory! 


Ifthe Storm Knight manages to beat 
Wellington's in the duel to the death, 
the General’s body shrivels, dying a 
screaming, slow death, and turns to 
dust, 

Once Avery has been dispatched, 
an image appears in the air. It is the 
Gaunt Man, speaking to the party 
through Wicked: 


“I sense the departure of the soul 
of Avery Wellington, on its way to its 
reward of eternal damnation. My 
thanks, stormers, you have served 
me well. 

“In gratitude, I have decided that 
when I have taken this planet, your 
own deaths shall be swift and pain- 
less, and your souls shall go to their 
eternal resting place, free and unmo- 
lested by my powers. 

“Furthermore, I now offer each of 
you one of three choices: sever all ties 
with me, and become my enemy; 
swearundying loyalty to meand gain 
great power; or take some more time 
to ponder my offer and inform me of 
your decision in one year’s time. 

“Choose — now!” 


The Gaunt Man is trying to seduce 
the Knights with promises of power. If 
any Knight a the offer to ally 
with him, he will be transformed into 
a horror and become a gamemaster 
character. 

If a Knight refuses the offer, the 
Gaunt Man removes the artificial Cor- 
ruption he had inflicted upon the 
Knight and his soul is his own again. 

The most insidious choice is the 
third one. Ifthe Knight chooses to take 
a year to decide, the artificial Corrup- 
tion becomes real. Every Wicked act 
committed thereafter has a chance to 
increasing the Knight's Corruption 
value, until at last the Knight is a hor- 
ror, under the control of the Gaunt 
Man. 


Defeat! 


If the Knight loses the duel, 
Wellington continues reading the oc- 


cultritual toinvest himself with power. 
He needs to read it for six more rounds 
after the duel. The surviving ninja and 
Wellington Reds will see to it that the 
Knights cannot get to the General, by 
interposing themselves in such a way 
that they form a wall between 
Wellington and the Knights. 

If the Knights reach Wellington be- 
fore he finishes reading the ritual, they 
may attempt to kill him (temporarily) 
or destroy the book. The book has a 
Toughness of 35. 

If Avery manages to finish theritual, 
he must generate an occult total of 20. 
Success indicates that the ritual 
worked. Each level of success brings a 
greater level of devastation to the city, 
detailed as follows: 

Minimal:Several dozen citizens die. 

Average: 25 percent of the citizens 
die. 

Good; 50 percent of the citizens die. 

Superior: 75 percent of the citizens 
die. Numerous fires spring up from 
car and plane crashes. 

Spectacular: Everyone in Singapore 
is dead. The fires rage for days. 

All who die in Singapore turn into 
shrivelled corpses which take a long 
time to rot. If everyone in the city dies, 
it will become a popular feeding 
ground fordemons, gargoyles, ghouls, 
and other horrific flesh eaters. 

If the ritual works at any success 
level, read the following aloud: 


Despite the dawn hour, the sky 
darkens and thunder rumbles from 
all corners. The very ground shakes, 
and a great wind kicks up from out of 
nowhere. Red and blue lightning 
flashes from the cloudless sky, strik- 
ing different areas of Singapore. 

General Avery Wellington raises 
his arms heavenward and gives a 
shriek of triumph. Red and blue 
sparks of power play over his body. 

Slowly, his body begins to change. 
However, it does not seem to be the 
result Wellington desired. 

“What's happening to me?” he 
shrieks as his limbs shrivel up and 
his skin becomes bloated and black- 
ened. His eyeballs dry up and col- 
lapse into their sockets, and his 
tongue withers away. 

When the transformation is com- 
plete, it is no longer a dashing Victo- 
rian general who stands before you. 
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Act Four 


Instead, it is a huge, glistening black 
blob 20 meters wide, with what re- 
mains of Wellington’s head perched 
atop it. Yes, Wellington has gotten 
his wish. He is no longer a simple 
mortal; he is now a creature of great 
power. 

The head screams with rage. You 
get the idea that this is not what 
Wellington had in mind. Slowly, the 
head turns to you, and a look of mur- 
derous rage fills his eyes. 


Avery Wellington has indeed been 
changed by the occult ritual. He is 
now a horror of great power. But the 
gruesome change has driven all 
thoughts of becoming a High Lord 
from his mind — now he wishes only 
to destroy. 


The Wellington Creature 

DEXTERITY 14 

Maneuver 17, stealth 15, swimming 

17, unarmed combat 20 

STRENGTH 22 

TOUGHNESS 25 

PERCEPTION 8 

Find 11, language 12, trick 13 

MIND 10 

Occult 15, test 18, willpower 16 

CHARISMA 8 

Taunt 10 

SPIRIT 15 

Intimidation 22, reality (Orrorsh) 

22 

Possibilities: 40 

Powers: resistance to normal weap- 
ons, regeneration 

Corruption Value: 24 

Fear Rating: 3 

Perseverance DN: 25 

Weakness: salt (severe) 

True Death: The ritual which cre- 
ated him must be read backwards. 


If Avery turns into a blob, he will 
attempt to crush the Storm Knights, 
then run rampant through Singapore, 
destroying whatever's left of the city. 

If the Knights manage to destroy 
the book, it will have no effect on the 
Wellington Creature, save to make it 
much harder to kill him with his True 
Death. The Knights will have to find 
another copy of the ritual ... some- 
where. 


og 


Variables 


Itis possible that the Knights some- 
how get to the ritual spot some time 
before Avery does, and attempt to set 
upanambush. Asa precaution, Avery 
flies over the spot on his horse and 
scouts the area, making sure it is safe. 
If he does find Knights in a position to 
ambush, he will attack them, leading 
his Wellington Reds and the ninja 
vampyres ina horrific charge from the 
skies. 

If, during the duel, the Knightsseem 
to be beating the ninja, Avery will 
mentally summon any remaining 
Wellington Reds to come and help. 
They arrive in two rounds. 

If the pair of techno-demons from 
Act One are still alive, they enter the 
fray against everyone, starting with 
the Storm Knights first, then Avery 
and company next. 

Killing Wellington without using 
the True Death will result in his return 
one month later in a different body, in 
a different role. 

A resurrected Wellington will no 
longer be a Hellion Court member, 


and will be completely out of favor 
with the Gaunt Man. In fact, the Gaunt 
Man will seek him out and have him 
killed once and for all with his True 
Death. 


Adventure Awards 


If the Knights destroyed Avery 
Wellington forever and foiled his plan, 
award them 15 Possibilities 

If the Knights were unable to kill 
him with his True Death but managed 
toslay him and thus postpone his plot, 
award them 10 Possibilities. 

If Singapore lost even a single per- 
son to the occult ritual, the Knights get 
no Possibility reward. 

Killing Skutharka and Mister Ho 
increases each Knight's award by two 
Possibilities per death, 


Epilogue 


Read aloud only if the Knights suc- 
ceeded in their tasks and have rejected 
the Gaunt Man’s offer of an alliance: 
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No sooner do you finish your dis- 
cussion with the High Lord and man- 
age to catch your breath high atop 
Tin Hill, when a great drowsiness 
washes over you. Everyone slumps 
to the ground, exhausted from the 
battle. 

You awaken in your rooms at the 
Hotel Indonesia. You have come full 
circle. Your physical injuries have all 


been healed, and you are washed and 
dressed in yournormal bedtime man- 
ner. The houris midnight. Something 
jingles at your side. 

Lifting your arm, you see a copper 
charm bracelet around your wrist. 
The charms include an hourglass, a 
book, a Victorian Army helmet, and 
lastly, achess pawn with your face on 
the head. 


Most of the discomfort over this 
mysterious piece of jewelry (yes, it 
can be removed) is replaced by the 
satisfaction of your having won the 
battle. Still, you are unsettled by the 
fact that you don’t know what the 
future has in store for you, especially 
with the Gaunt Man now free. But 
you have a feeling the worst of the 
Possibility Wars is still yet to come. 


2. Was Basjas slain? 


1. Was the Ayar-Manco statue recovered? 


The Gaunt Man Returns 
Response Form 


4. Was Dr. Totten slain? 


3. Was the Ankh of Ra recovered? 


6. Was Skutharka slain? 


5. Was the Scarlet Asp slain? 


7. Were citizens of Singapore killed by the ritual? How many? 
8. What happened to Wellington (check one)? 
1. He was slain by his True Death. 


2. He was slain, but not by his True Death. 
3. He transformed into a horror, and is now wandering free. 


4, Other (explain) 


9. Did the Storm Knights say “Yes,” “No” or “Maybe” to the Gaunt Man’s offer of an 
alliance at the end of the adventure? 


Mail your response to: West End Games, RR 3 Box 2345, Honesdale, PA, 18431 


Dept.: Gaunt Man Returns 
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Appendix: This Evil Reborn 


he following isasummary 
of how the other High 
J| Lords are reacting to the 
Gaunt Man’s return and / 
or their attitudes toward 
him in general: 


3327 (Ryuchi Kanawa) 


The High Lord of Nippon Tech no 
longer acknowledges any sort of alli- 
ance with the Gaunt Man. As far as 
3327 is concerned, their partnership is 
dissolved. But 3327 realizes that he 
risks much in setting himself up in 
opposition to the most powerful of 
High Lords, and so will maintain his 
efforts to subvert members of the Hel- 
lion Court and defend his gains in 
Asia. Expect Kanawa to foster closer 
ties with the Victorians, 

The Gaunt Man is enraged by the 
extentof3327’sbetrayaland his myriad 
assaults on Orrorsh. The High Lord is 
already hatching plans toseize control 
of southeast Asia and provide aid to 
the Tharkoldu in their war against 
Nippon. 


Jean Malraux I 


The Cyberpope is aware that he has 
not been able to expand the realm to 
the extent that the Gaunt Man prob- 
ably would have liked. He is therefore 
casting about for someone other than 
himself to blame. Malraux's report to 
the Gaunt Man will cite problems with 
Mobius, the Tharkoldu, and the 
Akashans as reasons for his recent set- 
backs. 

Malraux is hoping that Uthorion 
will argue his case for him with the 
Gaunt Man, at the same time calling 
for the destruction of the Warrior of 
the Dark, who has made no secret of 
her distaste for the Cyberpope. 

The Gaunt Manis unwilling, at this 
time, to cut off either Uthorion or 
Malraux. However, he has criticized 
theCyberpope for taking action against 


a 


the Nile Empire and intends to let 
Malraux stand or fall on his own. 


Baruk Kaah 


Struggling to hold his realm to- 
gether in the face of Storm Knight 
victories, natural disasters in the East- 
ernLand,and the Akashanairlift, Kaah 
will putaside his distrust forthe Gaunt 
Manand propose analliance with him 
against 3327. 

Were the conquest of Earth going 
moresmoothly, the Gaunt Man would 
no doubt dispose of Baruk Kaah as 
punishment for his repeated failures. 
But the Western Land still serves as 
something of a check to 3327’s ambi- 
tions, and so the Gaunt Man will let 
Kaah live ... for now. 


Dr.Mobius 


Dr. Mobius can point to huge terri- 
torial gains in the past two years, thus 
his alliance with the Gaunt Man re- 
mains firm, at least on the surface. In 
truth, Mobius has long suspected that 
the Gaunt Man’s “disappearing act” 
was part of a plan to trick him into 
making a mistake. For his part, the 
Gaunt Man considers Mobius a pos- 
turing fool — but a successful postur- 
ing fool. The Gaunt Man believes he 
will be able to manipulate Mobius 
when the time comes and eliminate 
him as any potential threat. 


Warrior of the Dark 


The Warrior's predecessor, 
Uthorion, was a long-time lieutenant 
of the Gaunt Man. Unfortunately for 
him, he failed miserably in his attempt 
toconquer Scandinavia and Great Brit- 
ain, and was forced to take refuge in 
the body ofa dragon to escape death at 
the hands of Storm Knights. 

The Warrioris less concerned about 
how the Gaunt Man will react to her 


replacing Uthorion than she is about 
pleasing Drakacanus. She has correctly 
guessed that the Gaunt Man will be 
impressed by results, and will not act 
against her as long as she does not 
openly rebel against him. She is also 
working at firming up her alliance 
with Jezrael, in the event that Orrorsh 
does turn against Dark Aysle. 

In fact, the Gaunt Manis amused by 
the Warrior's efforts in Aysle, and re- 
gards so untested a High Lord as no 
threat to his rule. The new Aysle she is 
creating is more in keeping with his 
own dark desires, so he will leave her 
to her work for the nonce. 


Jezrael 


Though Malgest, the Tharkoldu 
Darkness Device, hasinformed Jezrael 
that Kranod was a former lieutenant 
of the Gaunt Man, she does not fear 
the Gaunt Man as much as would be 
expected. She remains, at this point, 
unaware of just how powerful he is, 
and feels certain she could stay his 
hand if the need arose. She is not, 
however, seeking to provoke a con- 
frontation with him. 

The Gaunt Man finds the anger and 
violence within Jezrael a fascinating 
study and cli ake ean that she saved 
him the trouble of eliminating Kranod. 
He will, when the opportunity pre- 
sents itself, offer her an alliance. 


Sarila 


Though nota High Lord perse,Sarila 
is by far the most powerful Akashan 
threat to Core Earth. She knows little 
about the Gaunt Man (as Orrorsh has 
notaffected South America in any great 
manner), but she is confident that her 
Comaghaz virus and her mastery of 
techology will prove more than a 
match for a being who thrives of fear 
and superstition. 

Though he was not surprised by 
the Akashans’ arrival, the Gaunt Man 
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was not expecting something on the 
order of the Comaghaz virus. He is 
adopting a “wait and see” attitude 
whilecrafting long-range plans forthe 
destruction of the “Space Gods.” 


Through a Glass 
Darkly ... 


With the aid of his mirror, Wicked, 
the Gaunt Man has learned much of 
what has passed during the years he 
spent in the maelstrom, Now he is 
looking ahead, planning an expansion 
of his realm. 

His most likely target is Australia, 
whose people are in some ways simi- 
lar to segments of Victorian society. 
He is also eyeing China and India, 
both areas rich in fearsome lore that 
could be used to crush their societies. 

The Gaunt Man is also overseeing 
the transport of Orrorshan talismans 
to such diverse sites as Rumania and 
New Orleans, Louisiana, traditional 
seats of occult power. 


New Items 


Anumber of new objects have come 
to the fore since the Gaunt Man 
emerged from the maelstrom and be- 
gan to plan his conquest anew. What 
follows are some of the more signifi- 
cant: 


Wicked 


The Gaunt Man’s mirror, Wicked is 
asentient occult artifact. Thoughinca- 
pable of speech, it can understand 
many languages. It communicates by 
projecting images on its surface and a 
limited form of telepathy. 

The mirror tocan beused forscrying 
on anyone who has come into contact 
with it in the past, or any of the High 
Lords. This scrying enables the user to 
see and hear what is taking place. The 
user cannot communicate with the 
person being scryed, unless the per- 
son is serving the Gaunt Man in some 
capacity. 

Wicked can also focus in on ran- 
dom scenes within the cosm in which 
it resides upon command. If the user 
generates an occult total of 25, he may 


a 


see the past in Wicked up to three 
times that day. 

Besides scrying, Wicked can also 
project illusions on to its surface. Ilu- 
sion is the way Wicked charms, intimi- 
dates, and taunts. The Gaunt Man can 
also use Wicked to see if someone is 
telling the truth. The person being in- 
terrogated must be looking into the 
mirror. If he is lying, his image will 
hideously distorted in the glass. 

Wicked is devoted to the Gaunt 
Man. Anyone who attempts to take it 
off the wall will be attacked by a huge 
fanged mouth which materializes on 
the mirror face. This fanged mouth 
alsoservesasanextradimensional gate 
into a pocket cosm which the Gaunt 
Man uses as a hiding place for certain 
valuable items. It is here that Heketon 
was hidden while the Gaunt Man was 
locked in the Maelstrom. 


Wicked 

DEXTERITY 0 

STRENGTH 20 

TOUGHNESS 20 

PERCEPTION 20 

Language 25, scholar (realm lore) 

28, trick 24 

MIND 20 

Occult 27, test 25, willpower 25 

CHARISMA 15 

Charm 26, taunt 25 

SPIRIT 22 

Faith (Orrorsh evil) 25, intimida- 

tion 30, reality (Orrorsh) 25, true 

sight 24 

Possibilities: 90 

Natural Tools: fangs, damage value 
STR+5/25 

Powers: Cold aura, magical resistance, 
regeneration, resistance to normal weap- 
ons 

Corruption Value: 22 

Fear Rating: 1 

Perseverance DN: None 

Weakness: Severe weakness tosun- 
light on its surface. 

True Death:Shattered witha golden 
spike. 


The Archives of the Damned 


The Archives of the Damned isa huge, 
leatherbound book sealed with iron 
clasps. Millennia old, the book is more 
like a journal, with entries written by 
corrupted scholars, madmen, and 
demons. The book is a collection of 


poems, essays, and prose concerning 
the nature of evil, corruption, and the 
occult. The Archives also contains nu- 
merous spells and occult rituals. 

The book is so inherently foul that 
anyone claiming it as their own adds 
four points to their Corruption value. 
Another Corruption point will be 
added for every six months in which 
the book is in one’s possession. 

The volume grants bonuses to the 
occult total for certain occult events: 
death haunt (+2), madness (+3),and mark 
of the hunted (+3). 

The spells boiling blood, death haunt, 
eye spy, madness, and slow death can be 
found within the pages of the Archives. 

The book has a Toughness of 26. 


Holy Water 


Price (Value): $10 (5) 

Spiritual Rating: 9 

This blessed water causes spiritual 
damage equal to the user’s faith when 
hurled atan opponent (treat the attack 
as a missile weapon skill use). Armor is 
ignored. Note that holy water only 
damages certain creatures, usually 
those that are known enemies of the 
faith, 

Holy water can only be used by 
those with at least one add in the faith 
with which the blessed liquid is con- 
nected. 

Use of holy water isa contradiction 
in realms whose Spiritual axiom is less 
than 9. Holy water can be created us- 
ing the miracle below. 


Bless Holy Water 


Spiritual Rating: 7 
Community Rating: 9 
Difficulty: 11 

Range: touch 

Duration: permanent 

Effect: Turns regular water into 
holy water 


This miracle turns fresh, clean wa- 
ter into holy water. The miracle must 
be invoked in a church or other hal- 
lowed ground. 

The water must be pure (either 
boiled or from the tap). One cannot 
make holy water out of puddles, 
ponds, or a glass of water from which 
someone has drunk a portion. 

The miracle creates enough holy 
water for four vials, and cannot be 
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invoked more than once per week. 
This miracle is available to Core Earth 
Christian, Cyberpapal, and Sacellum 
priests. 


Occult Rituals 


Identify Murderer 


Effect Value: 18 
Bonus Number to: effect 
Range: Touch 
Duration: Special 
Cast Time: 9 (one minute) 
Thisritual enables the caster toiden- 
tify a murderer. The caster must have 
a skin sample from the victim and a 
handful of dirt from a murderer's 
grave. 
When cast, the effect value is com- 
pa to the murderer's Spirit. The 
vel of success determines how much 
information is gleaned; 
Minimal: Whether the murderer 
was a living being or undead 
Average: A general idea of the 
murderer's nature (human, horror, 
animal, etc.) 
Good: The murderer's gender, if 
applicable 
Superior: A detailed physical de- 
scription of the murderer 
Spectacular: The name of the mur- 
derer. 
For this ritual to be successful, the 
corpse cannot be more than three days 
old, 


Barrier of Force 


Effect Value: 20 

Bonus Number to: effect 

Range: Four meter diameter circle 
around caster 

Duration: Special 

Cast Time: 18 (one hour) 

Similar to ward enemy, barrier of force 
enables an occultist to cast a second 
ritual in safety. While the barrier is in 
place, the caster is protected from 
magical, spiritual, physical and psionic 
attacks, though he may still be tricked, 
taunted, intimidated and tested. 

The ritual that the caster 
set the skulls of four adult murder 
victims at the four cardinal points of 
the com before beginning. The 
barrier (which is invisible) will remain 
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in effect for as long as it takes to cast a 
second ritual; for the barrier to be up, 
a second ritual must be cast i i- 
ately (a caster may not raise the barrier 
and wait around for several hours be- 
fore casting a second ritual). Once a 
second rite has been performed, the 
barrier collapses and must be re- 
formed. 

The barrier will also fall if the caster 
should be interrupted in his casting of 
a second rite, or if the caster himself 
decides to tear it down. 

Beings who wish to smash through 
the piven must generate a Spirit 
total exceeding the effect total of the 
barrier. Failure to break the protection 
results in spiritual backlash against 
the attacker. 

To determine spiritual damage, 
subtract the attacker's Spirit total from 
the e ef effect value and consult the 

'ombat Results Table on Page 40 40 of 
the Torg Rulebook. Spiritual dama; ge 
effects are detailed on page 125 of t] 
Rulebook. 


Dark Research 


Effect Value: 15 

Bonus Number to: effect 

Range: Subject must be in same 
cosm/realm as caster 

Duration: Special 

Cast Time: 20 (two hours) 

This ritual enables the occultist to 
learn a great deal about a specific indi- 
vidual. The occult components needed 
are: an item owned by the subject ora 

ìece of his flesh; a book filled with 
blank white pages; a quill pen made 
from the wood of a tree growing in a 
swamp; a vial of ink made from the 
ichor of an Orrorshan gospog of the 
Third Planting. 

The ritual must be cast in a library 
or study during the new moon. The 
effect value is compared to the target's 
Mind or willpower with the results de- 
pendent on the level of success: 

Minimal: The target’s name 

Average: The target's occupation/ 
role in life 

Good: The target's current resi- 
dence 

Superior: The target’sskills, talents, 
powers, weaknesses. 

Spectacular: The target's significant 
actions over the past year. 

If the ritual fails, the target is aware 


that he is being researched, and will 
know who is doing it and where they 
are located. At a Minimal level of suc- 
cess, the target aware only that he is 
being researched. 


Resurrection 


Difficulty: 25 

Cast Time: 27 (two days) 

This occult ritual brings life back to 
a corpse. Unfortunately, the lifeforce 
is provided by a spirit from the Wait- 
ing Village. 

The required occult components 
are: the dead body to be revived (itcan 
cron) ta fragment of the remains, 

smaller than a thigh bone); some 
blood fi from the creature that slew the 
victim; an unused coffin; and some of 
the caster’s blood. 

The caster places the deceased in 
the coffin, spills the murderer’s and 
his own blood onto the corpse's chest, 


then invokes the ritual. 
Performing this ritual corruptsboth 

the caster and the resurrected being. If 

they did not previously have any cor- 


ruption points, they immediately re- 
ceive eight. If they were already cor- 
rupt, they receive four additional 
points. 

Thedeceased revives, with all dam- 
age healed, including the regenera- 
tion of any missing body parts. All 
personality traits, memories and skills 
are restored. 

Unfortunately, the recipient now 
has a Wicked spirit residing in him. 
Every week, the recipient gains an- 
other point of corruption, until the 
spirit finally takes full control. Of 
course, only the gamemaster knows 
that the resurrection ritual is a sham. 


Death From Within 


Difficulty: 18 
Effect Value: 18 
: 6 (15 meters) 

Duration: S 

Cast Time: 14 (10 minutes) 

This ritual causes maggots, worms, 
and spiders to come bursting out of 
the victims. Victims suffer damage 
value of 18 (ignore armor) per round. 

In order to cast the ritual, the caster 
must speak the names of the victims, 
and have the following occult compo- 
nents: an item touched by the victim(s) 


Se 3) 


in the past 24 hours; a dead insect; a pint 
of salt water taken from an Orrorshan 
zone;anote, written in thecaster’s blood, 
which gives a physical description of 
the victim(s). 

Notethatthe victim(s)mustbenamed 
at the beginning of the ritual. New vic- 
tims cannot be added on once the user 
has begun speaking the ritual. Multiple 
targets bringsabout theappropriateOne 
on Many penalties. 

The ritual takes ten minutes to ini- 
tiate. During the first five minutes, noth- 
ing happens. In the latter five minutes, 
the victims feel horrendous pains in 
their bodies and are completely help- 
less, unable to do nothing but scream. 

Thereafter, the vermin erupt from 
the victim in a never-ending stream, 
until the ritual is no longer spoken or 30 
minutes has elapsed, whichever comes 
first. 

This occult ritual is a Wicked act 


The Hellion Court 
Reborn 


Following the disaster with Avery 
Wellington and the questionable be- 
havior of some other Hellion Court 
members, the Gaunt Mansaw the need 
to replenish the ranks of his top lieu- 
tenants. The following are the new 
members, to be introduced either all at 
once or gradually into your campaign. 


Hatha 


Hatha was the high priestess of the 
worship of nature spirits in the cosm 
of Kantovia, Kurst’s former domain. 
After his victory over Kurst and his 
Darkness Device, the Gaunt Man re- 
cruited some of the more promising 
entities from Kantovia for his planned 
conquest of the cosmverse. Hatha, who 
relished the idea of greater power, 
willingly joined him. 

Hatha personifies the fear that mor- 
tals feel in the face of natural phenom- 
ena, such as earthquakes, floods, tor- 
nadoes, volcanic eruptions, etc. It is 
rumored that she can summon such 
forces of nature, as well as cause crops 
to fail or flourish, through the use of 
her spiritual powers. 

Like Nature itself, Hatha can be 
cruel, harsh, indifferent, or helpful, 


a 


depending on her mood. In fact, due 
to her corruption, she is prone to sud- 
den, violent mood swings. The Gaunt 
Man realizes that Hatha is anextremely 
powerful being, but remainsconfident 
that he can control her. 

In appearance, Hatha is a horrify- 
ingly beautiful woman with long 
brown hair and sparkling green eyes. 
Her skin resembles leaves and bark 
knitted together and her fingernails 
are rose thorns. She looks every bit the 
dark embodiment of Nature’s power. 


Hatha 
DEXTERITY 12 
Beast riding 14, dodge 14, melee 
weapons 15, running 15, stealth 16, 
swimming 15, unarmed combat 14 
STRENGTH 15 
Climbing 18 
TOUGHNESS 17 
PERCEPTION 15 
Find 18, language 19, scholar 
(Kantovian lore) 23, tracking 22, 
trick 19 
MIND 18 
Occult 22, test 23 
CHARISMA 19 
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Torg: The Gaunt Man Returns 


Charm 25, persuasion 23, taunt 22 

SPIRIT 17 

Faith (Kantovian nature spirits) 20, 

focus 22, intimidation 23, reality 

(Orrorsh) 24 

Possibilities: at least 10 per Storm 

Knight 

Natural Tools: fingernails (STR+4/ 
19) 

Powers: Hypnosis, life drain (Tough- 
ness), magical resistance, animal control, 
plant control, shape change, blur form, 
silence. 

Miracles: All Core Earth miracles. 
Animal speech, fertility, inferno, plague, 
plant protection, and storm from Aysle. 

Corruption Value: 25 

Fear Rating: 2 

Perseverance DN: 25 

Weakness: Severe weakness toacid 

True Death: Steel spike blessed by 

a Kantovian shaman and driven 
through her head 

Goals: To serve the Gaunt Man to 
the best of her abilities. 

Power Notes: Hatha does life drain 
by attacking a victim with her finger- 
nails. She can control any animal with 
animal control. Plant control is similar to 
animal control. Hatha can shape change 
into any known animal or bird. 
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Thanys 


Thanys claims to be the living em- 
bodiment of all cosms’ ideas of death. 
He claims total control over death in 
all its forms. 

The Gaunt Man is convinced that 
Thanys is an insane, delusional indi- 
vidual who somehow acquired great 
power. Making so unknown a ee 
tity a Hellion Court member is a bit of 
a risk, but the Gaunt Man enjoys the 
fear that Thanys creates even among 
the other Court members. The Gaunt 
Man’s only concern is that he must 
rein in Thanys’ desire to spread death 
too quickly. 

Thanys wearsa black robeand cowl 
and a pair of oily black raven’s wings 
that sprout from his back. The wings 
havea total span of 10 feet. Noone has 
seen what Thanys looks like under his 
cowl, His voice is a dry hiss, 
and his presence is heralded by the 
cold of the grave. 

Hathas and Thanys have a natural 
antipathy toward each other. 


DEXTERITY 13 
Dodge 15, flight 16, melee weapons 


16, stealth 15, unarmed combat 15 

STRENGTH 13 

TOUGHNESS 14 

PERCEPTION 15 

Find 18, scholar (Death lore) 20, 

track 22, trick 19 

MIND 17 

Test 21 

CHARISMA 19 

Taunt 27 

SPIRIT 17 

Intimidation 25, reality (Orrorsh) 

20 

Possibilities: at leastfour perStorm 

Knight 

Powers: Cold aura, paralyzing touch, 
resistance to normal weapons, shape 
change (raven), darkness, dark vision 

Corruption Value: 24 

Fear Rating: 4 

Perseverance DN: 25 

Weakness: The leaves of the tele- 

ph vine 

True Death: Must be bound with 
plant tendrils and impaled with a liv- 
ing tree 

Equipment: Obsidian sickle, dam- 
age value STR+10/23 

Goals: To spread death throughout 
the cosmverse. 
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The Near Now.” Two years ago, a band of intrepid 
Storm Knights trapped the Gaunt Man within a powerful 
reality storm. Now the master of the horror realm of 
Orrorsh, the most powerful High Lord of all, is back! 


The Gaunt Man has returned in time to learn that a renegade 
Hellion Court member is planning to destroy a major city in a 
bid for supreme occult power. But the Lord of Fear knows the 
perfect people to stop his rebellious servant — Storm Knights. 
Thus is hatched a diabolical scheme to test the powers of his 
greatest foes, with the stakes of three million human lives. The 
Knights must survive a fear-fraught journey through Illmound 
Keep and solve a terrifying mystery in the Nile Empire, before 
confronting a maddened Nightmare in final battle. 

Also included in this super-adventure is new source material 
on the realm of Orrorsh, including maps of IIlmound Keep, spells, 
occult items, miracles and stats on Hellion Court members. 
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